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A NUT CASSETTnAllea
OUR PROarAM DOES IT FOR YOU!

S T O S  G R E AT  PROGRAMMING
COMPETITION -over £200 worth of prizes!
MAKING MUSIC - The layman's guide
HAWAIIAN ODYSSEY Sublogic's latest
NEODESK - What GEM should have been



A TRUE ST STYLE DEMO ON YOUR XL/XE
MOST PEOPLE SAID IT COULDN'T BE DONE!

1

Inspired by the best demos on the ST the High Tech Team
from Holland set out to show that the 8-bit Atari

could produce the same effects, the result

THE 13
•  M U S
D
O C

TWO separate music demos featuring
interpretations of the music from a
dozen top Atari games

•  GRAPHIXX
THREE great graphics demos that
include lots of scrolling messages,
bouncing effects, sine waves, rainbow
effects and more all with great music

•  THE BIG SCROLL
The world record scroll for any Atari
machine - over 60Kb of scrolling
message that takes 3 hours to read!

•  SAMPLES
Over half a dozen sampled voices and
instruments that show you that top
quality sampled sound is not the
exclusive preserve of the ST

G DEMO

O P T I O N  F O R  0 0 5

DIGI-MUSIXX
Quite simply the most astonishing
digitised music ever heard on an
Atari 8 bit computer! Two great sampled
and cleverly edited tunes that play on
forever. You won't believe your ears!

All this on one GREAT disk for just E3.95
Available exclusively from PAGE 6 - see the order form on page 49

The BIG DEMO is a double sided disk in enhanced
density and will only run on a XL/XE with 1050 drwe

WARNI NG:  Some of the scr ol l i ng messages  on thi s di sk
contai n wor ds tha t  some peopl e  mi ght  obj ect  to and the
disk shoul d not  be consi der ed sui tabl e for  young chi l dr en

NOTE: For every disk sold a donation will be
made to the High Tech Team in appreciation of
the best 8-bit demo we have ever seen, If you
like this demo we may be able to encourage

- se Atari 8-bit wizards to do more!

THE BEST XL/XE SOUND AND GRAPHICS DEMO EVER?



' The m a g a z i n e
for  t h e  D e d i c a t e d

A t ar i  U ser '

UK E10.00
Europe E15.00
Elsewhere (see) E15.00
Elsewhere (Air) E21.00

UK E25. 00
Europe E32,00
Elsewhere (sea) E32,00
Elsewhere (Air) E42.00

HOT ROD RAIDER
Fast 1 or  2 player action

SUBSCRIPTIONS
Annual subscription rates (6 issues)

Neiman rates re lied Nay the differPtICI
, i n  p o q t a l  
c o s t sNEW ATARI USER ON DI SK

A di sk contai ni ng a l l  o f  t he  8-bi t
programs f r o m  e a c h  i s s u e  o f
NEW ATARI USER is avai lable either
separately or  on subcription.  Single
price E2.95 pe r  di sk,  Subscr i pti on
rates (6 Issues)

SUBMISSIONS

PAGE 6 welcomes and encourages its read-
ers to submit, articles, programs and reviews
for publication. Programs must be submitted
on disk or cassette, artic les should wherever
possible be submitted as text tiles on disk. We
seek to encourage your partic ipation and do
not have strict rules for submissions. If some-
thing interests you. wrrte a  program or article
and submit it !  Appropriate payment will be
made for all published programs and articles.

AJI ohginal articles, programs and other mate-
rial in NEW ATARI USER is  copyright of the
author as credited. A ll uncredited matenai is
copyright PAGE 6  Unles s  containing the by-
line -
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NEW ATARI USER may  b e  reproduced b y
User Groups  and  other non-profi t mak ing
organisations provided that the author's name
is inc luded and PAGE 6 is  credited as  the
Original publisher. Permission to publish else-
where should be obtained from PAGE 6 or the
author. Editors  o f  news letters  reproduc ing
material are requested to send a copy of the
relevant is sue t o  M e  Editorial address  o f
PAGE 6. Whilst we take whatever steps we
can t o  ensure t he  accuracy of  artic les and
programs and the contents of advertisements,
PAGE 6 cannot be held liable tor any errors
or claims made by advertisers.

ATARI (TM) is  a  regis tered t rademark  o f
ATARI CORP. A l l  references should be so
noted. NEW ATARI USER is  an independent
publication and has no connection with Atari
or with any other company or publisher

The next issue of
NEW ATARI USER

will be on sale 22nd March
Editorial copy date is 12th February

C O N T E N T S

Eaitorial
Listing Conventions
News
Mailbag

Issue 42 February/March 1990

THE TAPESTER by Daniel Welch
Cheat at cassette games!
MACHINE CODE LIBRARY by Stephen Williamson
Some random routines
THE TIPSTER
Solutions to Spellbound, Action Biker and more
MULTI-MOUSE by Steven Trew
Allows multiple control of your programs
TO THE RESCUE by Wouter Schul
Ate you a good fireman?
PRINT FILER reviewed by John S Davison
A utility to combine text and graphics
HEXSAVER by Nick Higgs
TURBO BASIC by Gordon Cameron
The full command list
RANDOM NOTES by Mark Hutchinson
THE SOFTWARE REVIEWS
Shanghai C y bor  Stein - Kenny Dalglish - Hardball -
Pro Mo t io ra in  B ikp  - Do rg
HOT ROAD RAIDER by Bill Halsall
Fast type-in action
TUTORIAL SUBROUTINES by Ian Finlayson
Ma k i n g  y o u r  o wn  d ia ry  p a g e s
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THE NAKSHA MOUSE 5 5
MAKING MUSIC by John S Davison 5 8
Taking the music a step further with a new synth
NEODESK reviewed by Les Ellingham 6 0
Everything that GEM should have been!
ST GAMES 6 2
Ferrari Formula I - Paladin - Dragon Spirit - War Machine - Strider -
Safari Guns - Roller Coaster - Shufflepuck Cafe - Continental Circus -
Hard Drivin - Dogs of War
SCAPEGHOST reviewed by John Sweeney 6 8
Level 9's last adventure
THE STOS COLUMN by Peter Hickman 7 0
Including the E200 programming competition!

13
47
74

Editorial address: P.O. Box 54, Stafford, S TI 8  I DR,  ENGLAND T i  0785 213928
Editor /I Publisher: Lee Effingham - Advertising Sandy Effingham

Pnnied by  Stephens & George. Medhyr Tydfi l 0685 5351 -  P a g e  layout by  PAGE 6  - L inot ron output
by The Setting Studio 091 232 1517. Origination by Ebony 0579 47880 - Newstrade Distribution by Diamond
Europress, Unit 1, Burgess Road. Nyhouse Lane, Hastings, E. Sussex IN35 4NR Tel. 0424 430422

NEW ATARI USER Es pubkshod bi-monthly  on the last Thursday of  the month prior to cover date
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THE CREDITS
All of the usual stuff is on page 3 but here
are the people who made this issue possible.
Les Effingham worked late into the night
just before Christmas last year to get it clone
before going on holiday

Sandy looked after the advertising and mall
order and did enough work for two

John R. Barnsley played a lot of extra time
without being paid (Ls he ever paid?)
The Regular Contributors, who provide the
backbone of the magazine and can general-
ly be relied upon to come up with good
articles and reviews. are

Gar ry Francis
Ma t the w  Jones
John Davison Jr
Paul  Rixon
I an Finlayson

Ma r k  Hutchi nson
John Davison
John Sweeney
Da m on How a r th

All other contributors for this issue are indi-
vidually credited alongside their articles or
pro9rams. Thanks to everybody for sharingtheir work and enthusiasm with other Atari
users.

he three Johns and Peter made the copy date.
Who didn't then?

The cover picture Ls by Paul Lingwood and
the mice (other than the grey one attached
to the computer) are courtesy of Darrall's
Pet Shop, Marston Road, Stafford. Anyone
know how to get droppings out of a 130XE.?

As I  type Neil Young blasts out, sometimes
quietly, sometimes rattl ing the windows,
Others who helped included Oolores Keane
with a brill iant new album, loan Baez with a
new one as strong as ever, Chris Rea's Road
To Hell, Roy Orbison and Friends, Mick Hanly
Kate Bush and, as ever„Vanci Griffiths. I f
Roots Records do their stuff then Mary Black
and Eric Bogie might also help out. i t has to
be said, though. that the biggest inspiration
this time was not the music but the lure of the
sunshine! Christmas in the sun, yeah! (Garry
Francis says, so what!)

NEW ATARI  USER is the m agaz ine,
PAGE 6 is the concept.  Wher ever  you see

PAGE 6 you'l l  k now  w ha t  i t means!
t he  next issue of NEW ATARI  USER could

featur e YOUR ar ticle or  pr ogr am ,
so SEND I T I N NOW!

PACE 6 shows just what you can do with your Atari. With
the exception of lino/ output on a Linotron and use of a
repro camera for the listings and photos, rite magazine 15
prepared entireh
, w i t h  
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- not a Macintosh or IBM in sight! Hardware wed includes
130XE. 1050 disk drive, 810 disk drive, 410 cassette
toccasionalbq t, 850 interface, NlEC 8023 printer, 1040ST
SM124 Monitor, Atari S11204 hard disk drive, Curnana I
meg disk drive, Epson1LX100 printer. Kyocera laser printer,
.kficrostutter printer buffer_ Software includes Superscript
Turbogasic, Kermit PC intercomm, TAN-TALI,  Print Wiz.
S TWriter, Protest and Fleet Street Publisher.
Articles and programs submitted on XI I XE disks are sub-
tected to various custom written programs before being
transferred across to the Si via TAPI-TALK. AN mop?
editing is done with Protest and pages are la id out with
fleet Street Publisher. A disk with the finished pages is sent
tip to The Setting Studio in Newcastle to typesetting bureau
who ma:iv know what they are doing with the ST,t to be
output on a Linotton 300 and, hey presto, finished pages
are sent back_ it  really does work - at last! All that is ieft ks
to drop in the listings and photos. Well. it's not quite as
easy as that but you get the ideal

4 I s s u e  42 - New Aton User

Welcome to another year in which the 8-bit Atari is set not only to survive but prosper
more than it  has done for the past couple of years! The news columns in this and the last
issue, whilst still a little sparse, give details of new releases expected this year and it is
good to know that the new companies are including the Atari in their release schedules.
The biggest problem will be actually getting these games distributed because all the big
distributors are no longer interested (were they ever?) and it will be up to the smaller
companies and the software publishers themselves to get the product out. Companies
like Zeppelin and Byte Back are working hard to get the multiple chains like W.H. Smith
to once again take Atari product and we wish them well. Let's hope it happens.

START W I T H  APOLOGIES!

Now is as good a time as any to give you the regular apologies for a problem that
continues to plague us - the acknowledgement of your contributions. We do appreciate
all of your contributions but continually find ourselves in the position of failing to advise
contributors whether their work is acceptable for publication. It is a major failing for
which I apologise but it is a problem that continues year to year.
Many times in the past year I have sat down with the intention of going through all

outstanding contributions and sorting them out but it is never as easy as it seems and I
always run out of time. Assessing the worth of a contribution is not the straightforward
five minute job many people seem to think it is. The easiest thing to do Is to take a quick
look and decide that something requires too much work on it and dismiss it, but then
you tend to throw out some good material. Several times I have decided to reject
something, then looked at it months later only to decide that is was in fact quite good!
Time factors, and the lack of help, means that most contributions are considered only
when a magazine is due and those that don't make it for a particular issue are put back
in the pile for the next time. That does tend to keep many people waiting for a long time
but it also means that most contributions are still in with a chance each issue. Who
knows, the next issue of New Atari User to drop through your door, could have your
program or article in, as many readers have discovered to their surprise in the past year!
Please keep sending all sorts of contributions but please be patient, If you need a quick

answer then you can always ring us, but remember the easiest answer is no!

STOS SUCCESS
Our STOS column seems to be well received in all quarters and hopefully our decision to

accept this as the Basic which we will support, will pay off. It seems quite likely that
STOS will be around for many, many, years which is more than can be said for most
other Basics on the ST. FAST BASIC was going to be the trendsetter but has now entirely
disappeared, GFA is still around and going strong but only in small enclaves, HiSoft
failed to promote their excellent POWER BASIC and others like OMICRON BASIC, whilst
strong on the Continent, failed to make it over here.
STOS has been regarded by many as a 'ploy' language and not really a proper Basic but
there are now several commercial programs available written in STOS and dozens of
excellent public domain programs. As the programmers get better, the line between a
STOS program and any other program (even if  written in machine code) becomes more
and more blurred and I defy any ordinary user to tell the difference. Probably the thing
that will ensure success is the fact that the authors thought ahead and wrote STOS so
that it could be easily expanded and updated. As I write this, the new STE has just
reached these shores and the present STOS will not run with  the new ROMs, but already
Francois Lionet (author of STOS) has written a patch to upgrade all versions of STOS to
run on the new machines. Francois thought about changes to the operating system when
designing STOS and wrote it in such a way that it can be adapted to suit any operating
system. What's more you adapt it yourself by running a program supplied in the public
domain, you don't even have to return your disks or go out and buy new versions.
Wouldn't it be nice if all the software publishers had had such foresight? There wouldn't
then be so many problems each time Atari change their machines.

IN TO THE NINETIES

What's going to happen during 1990? No predictions but it looks like Atari should have
a good year both with the 8-bit and ST. The major problem with the XI/XE continues to
be the lack of disk drives. It is possible to run non-Atari drives, even 3,5" drives, with the
XL/XE and with drives available at around CSC% I cannot understand why nobody has
considered marketing a suitable interface. There are interfaces around, and in use, so
why, oh why, doesn't someone start manufacturing them? It must be worthwhile and we
would be quite happy to help market such an interface.
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ACE OF ACES 164K) 295 MAD JAX 2.95
ASTRO DROID 2.95 NINJA COMMANDO 2.95
BLACK LAMP 1.95 NUCLEUS 295
COSMIC PIRATE 295 PERISCOPE UP 1.95
CRACK UP 1 95 PLANT ATTACK 2.95
DAWN RAIDER 1.95 POGOTRON 295
DOMAIN OF UNDEAD 2

9
5

PRO MOUNTAIN BIKE SIM 2_95
DRACONUS 16410 895 SCAPEGHOST 12.95
ENCOUNTER 2.95 SCREAMING WINGS 2.95
FOOTBALL MANAGER 2.95 SPACE WARS 2

9
5

GAUNTLET (601 2.95 SPEED ACE 2 95
GHOSIBLISTERS 2.95 SPEEDRUN 2 95
GRAND PRIX SIMULATOR 2_95 STAR WARS I 95
GREEN BERET 295 SPY VS SPY TRILOGY 95
GUNFIGHTER 1_95 SUPERMAN 2 95
HARDBALL 2_95 TECHNICOLOUR DREAM 8 95
JOCrir WILSON S DARTS 235 TIGER ATTACK 1 95
K. DALGLISH SOCCER 895 TURF FORM 215
LAS VEGAS CASINO 295 WAR COPTFR 2_95
LITTLE DEVIL 2.95 ZYBEX 2 95

ARCHON 14.95
BALLBLAZER 14.95
BEAM RIDER 9.95
BLUE MAX 14.95
DESERT FALCON 14.95
DONKEY KONG 12.95
DREADNAUGHT FACTOR 9.95
FOOD FIGHT 14.95
H.E.R.O. 9.95
JOUST 12.95
KABOOM! 9.95
MASTERTYPE 14.95
MINER 2049er 9.95
MISSILE COMMAND 9.95
MS PACMAN 12.95
MOON PATROL 12,95
MUSIC COMPOSER 19.95
PACMAN 12,95
PITFALL 9.95
PITFALL II 9.95
POLE POSITION 12.95
RALLY SPEEDWAY 9.95
REALSPORTS AMERICAN

12. 95

FOOTBALL 12.95
RESCUE ON FRACTULAS 14.95
RIVER RAID 9.95
SPACE SHUTTLE 9.95
TENNIS 9.95
ZEN JI 9.95

A R K A N O I D 1 1 . 9 5
A S T R O  D R O I D 6 _ 9 5
B L U E  M A X 7 _ 9 5
B O U L D E R D A S H  I I 5 _ 9 5
C O N F L I C T  I N V I E TNANI 1 6 - 9 5
FI G HT N I G H T 7 . 9 5
F O U R  S T A R  G A M E S  I 6 . 9 5
G U I L D  O F  T H I E V E S  ( 6 4 K ) 1 6 _ 9 5
K E N N E D Y  A P P R O A C H 12. 95
L A N C E L O T  ( 6 4 K ) 12 . 95
L I V I N G  D A Y L I G H T S 12. 95
M I N I  O F F I C E 16. 95
N E W  Y O R K  C I T Y 3. 95
N A T O  C O M M A N D E R 12. 95
Q U A S I M O D O 7 . 9 5
S I L E N T  S E R V I C E 1 2 . 9 5
S O L O  F L I G H T 1 2 . 9 5
S C A P E G H O S T 1 2 _ 9 5
S P E E D  R U N 8 . 9 5
S P Y  V S  S P Y  T R I L O G Y 1 2 _ 9 5
S P Y H U N T E R 7 _ 9 5
TE CHNI CO LO I LI A D R E A M 9. 95
T I M E  &  M A G I C  ( 6 4 K ) 12 . 95
T O U C H D O W N  F O O T B A L L 12. 9595

INSTANT PLAY
XLIXE ROM

CARTRIDGES

XL/XE DISKS

XL/XE CASSETTES

ACCESSORIES
X C 1 2  T A P E  R E C O R D E R
P A D D L E S  ( P A I R )
P R O  L I N E  C O N T R O L L E R
G U I C K S H O T  I I  T U R B O
S P E E D K I N G  A U T O F I R E
T A C  5
C H E E T A H  E X T E R M I N A T O R
C R U I S E R

2600 VCS CARTRIDGES AVAILABLE
ST SOFTWARE AVAILABLE

0'

2 9 . 9 5
9 . 9 5
7 - 9 5

1 2 - 9 5
1 2 - 9 5
1 2 - 9 5

5 . 9 5
9 - 9 5

HAWKQUEST
"A classic in the making"

Disk 07 .95
Cassette E9.95
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HOW TO TYPE IN THE LISTINGS
and get them right!

E l
AL

SA

1 R E M
2 R E M

3 R E M *

m T Y P O  I I I  bY 1  A l e c  B e n s o n  *
1.
1 
J
u
n
e  
1
/
8
5  
f
t

A p r o o f r e a d e r  t o r  A N T I C  a n d  *
ft P A G E  6  b a s e d  o n  T Y P O  I t  *

p u b l i s h e d  b y  A N T I C  m a g a z i n e  *
EL 4 R E M
SG 1 0 0  G R A P H I C S  0
WG L i e  F O R  1 = 1 5 3 6  T O  1 7 9 1 : R E A D  A : C K = C K * A :

POKE I , A : N E X T  I
CG 1 2 0  I f  C K O I 0 7 6 5  T H E N  ?  " E r r o r  i n  D A T A

s t a t e m e n t s  -  C h e c k  T y p i n g " : E m e
YM 1 3 0  A = U S R C 1 5 3 6 )
VT 1 4 0  ? : ?  " T Y P O  i l l i s  u p  a n d  r u n n i n g " :

NEW
MA 1 0 0 0 DATA 1 0 4 , 1 6 0 , 0 , 1 8 5 , 2

6
,
1
,
2 0 1 , 6 9

HG 1 0 1 0 DATA 2 4 0 , 8 , 2 0 0 , 2 0 0 , 2 0 0 . 1
9 2 , 3 6 , 2 8
B

0 8 1 0 2 0 DATA 2 4 2 , 9 6 , 2 0 0 , 1 6 9 ,
7 9
,
1 5 3 , 2 6 , 1

RK 1 0 3 0 DATA 2 0 0 , 1 6 9 , 6 , 1 5 3 , 2 6 , 3 ,
1 6 2 , 0RR 1 0 4 0 DATA 1 8 9 , 0 , 2 2 8 , 1 5 7 , 7 9 , 6 ,
2 3 2 , 2 2 4TO 1 0 5 0 DATA 1 5 , 2 0 8 , 2 4 5 , 1 6 9 , 9 3 , 1
4 1 , 8 3 , 6KC 1 0 6 0 DATA 1 6 9 , 6 , 1 4 1 , 5 4 , 6 , 1 7 3 ,
4
,
2 2 8

EU 1 0 7 0 DATA 1 0 5 , 0 , 1 4 1 , 9 5 , 6 , 1 7 3 ,
5
,
2 2 8

BK 1 0 8 0 DATA 1 0 5 , 0 , 1 4 1 , 9 6 , 6 , 1 6 9 , 0
, 1 6 2KK 1 0 9 0 DATA 3 , 1 4 9 , 2 0 3 , 2 0 2 , 1 6 ,
2 5 1
,
9 6 , 0

ZR 1 1 0 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
LD 1 1 1 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 3 2 ,

9 4JM 1 1 2 0 DATA 6 , 8 , 1 2 , 2 0 1 , 1 5 5 , 2
4 0 , 5 5 , 2 3 0TV 1 1 3 0 D A I A  2 0 3 , 1 3 3 , 2 0 9 , 1 1 8 ,
7 2
,
1 6 9 , 0 , 1 3 3

TW 1 1 4 0 DATA 2 0 8 , 1 6 2 , 8 , 1 0 , 3 8 , 2 0
5 , 6 , 2 0 9MU 1 1 5 0 DATA 1 4 4 , 7 , 2 4 , 1 0 1 , 2 0 3 , 1 4
4
,
2 , 2 3 0

RL 1 1 6 0 DATA 2 0 8 , 2 0 2 , 2 0 8 , 2 3 9 , 1 1 1 , 2
0 7 , 2 4 , 16 5

TM 1 1 7 0
1 0 1

DATA 2 0 4 , 1 0 1 , 2 0 7 , 1 3 3 , 2 0 4 , 1
6 5 , 2 0 5 ,

OW 1 1 8 0 DATA 2 0 8 , 1 3 3 , 2 0 5 , 1 6 5 , 7 0 6 , 1 e 5 , 0 ,
1 33

XH 1 1 9 0 DATA 2 0 6 , 1 0 4 . 1 7 0 , 1 0 4 , 4 0 , 9
6
,
1 3 8 , 7 2

NR 1 2 0 0 DATA 1 5 2 , 7 2 , 1 6 2 , 0 , 1 3 4 , 2 0 7 , 1
3 4
,
2 0 8

GF 1 2 1 0 DATA 1 6 0 , 2 4 , 6 , 2 0 4 , 1 8 , 2 0 5 , 1 8 ,
2 0 6EA 1 2 2 0 DATA 1 8 , 2 0 7 , 3 8 , 2 0 5 , 5 6 , 1 6 5 , 2
0 7 , 2 3 3TM 1 2 3 0 DATA 1 6 4 , 1 7 0 , 1 6 5 , 2 0 8 , 2 3
3
,
2
,
1 4 4 , 4

SK 1 2 4 8
1 6 2

DATA 1 3 4 , 2 0 7 , 1 3 1 , 2 0 5 , 1 3 6 , 2 0 8
, 2 2 7 ,

CB 1 2 5 0 DATA 8 , 1 6 5 , 2 0 7 , 1 3 3 . 2 0 4 ,
1 6 5 , 2 0 8
.
6

XN 1 2 6 0 DATA 2 0 4 , 4 2 , 2 8 1 , 2 6 , 1 4 4 , 4 , 2 3
3 , 2 6mB 1 2 7 0

1 6 9
DATA 2 3 0 , 2 0 4 , 2 0 2 , 2 0 8 , 2 4 2 , 1
1 3
,
2 0 5 ,

BC 1 2 8 0 DATA 1 2 8 , 1 4 5 , 8 8 , 2 0 0 , 1 9 2 ,
4 8
,
2 0 8 , 2 4

9
WV 1 2 9 0 DATA 1 6 5 , 2 0 4 , 1 0 5 , 1 6 0 , 1 6 0 , 1 , 1

4
5 .
0 8

OA 1 3 0 0 DATA 1 6 5 , 2 0 5 , 2 4 , 1 0 5 , 1 6 1 , 2 0 0 , 1
4 5 , 8

MO 1 3 1 0 DATA 1 2 , 6 9 , 6 , 1 0 4 , 1 6 8 , 7 6 , 1
5 3
,
6

0 4

The program listings in NEW ATARI  USER are prepared carefully to
ensure that they can be typed in as easily us possible. Before typing
any listings ensure that you are fami l iar  with the use of the Shift and
CONTROL and INVERSE keys as outl ined in your  computer  manual .
The listings are prepared to match exactly what you see On screen.
Lvery character that you m ay see in a l isting is included in the chart
below for  cross reference. By using TYPO 3 you can ensure that you
type in the programs EXACTLY as they are pr inted. Remember, a
single typing mistake may mean a program will  not run.

WH A T ARE THOSE CODES?

Each line of a program pr inted in NEW ATARI  USER begins with a
special two letter code. THESE SHOULD NOT BE TYPED IN. They are
used by the program TYPO to check that you have typed each line
correctly- IF YOU HAVE NO T ALREADY TYPED IN THE TYPO 3 LIST-
ING PLEASE DO SO NOW. The program can be used as you type in
each line of a 'program or to check an already typed program. The
code for each l ine will m atch but i f you have problems check the
listing conventions below carefully, you ore most probably typing a
CONTROL character incorrectly. TYPO 3 cannot check whether  a l ine
has been missed so i f you have problems in r unni ng a listing count
the lines in the program and ensure none are missing. l i the  TYPO
codes match and the program still does not run, LIST it to cassette or
disk using 1.IST "C:" or  LIST ''Dfi lename",  switch off the computer,
re-boot and then ENTER the program using ENTER "C:" or ENTER
-
0
:
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HOW TO USE TYPO 3

I. Type in the listing carefully for  al though you can use TYPO 3 to
check itself (see 6 below) i t may not work i f you have made
mistakes.

2. SAVE or CSAVE a copy of the program.

Each time you w ant to type in a program listing RUN TYPO 3 first.
The program will install  a machine code routine in memory and
then delete itself. Now type in a l ine as shown in the magaz ine
excluding the lint two letter code and press RETURN.

4. A two Letter code will appear  at the top left of your screen. I f this
code matches the one in the magaz ine carry on and type the next
line. Note, the code will not match i f you use abbreviations. I f you
prefer to use abbreviations LIST the l ine you have just typed, move
the cursor to that l ine and press RETURN. The code should now
match.

S. l i the  code does not match,  use the editing keys to correct the l ine
and press RETURN again.  Repeat i f necessary unti l  the codes match.

6. To check a l ine you have already typed LIST the line. place the
cursor on that l ine and press RETURN.

7_ When you have finished a listing just SAVE or CSAVE it In the
normal way.

You can type in a program wi thout using TYPO 3 and then check it by
SAVEing or CSAVEing a copy of the program. r unni ng TYPO 3 and
then LOADing or CLOADing your  program and proceeding as in step
6 above-

Always SAVE or CSAVE a ptogr om  before r unning it and always use
TYPO before tel l ing us that a program will  not run.
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OUR UNIQUE L I NE B Y L INE CHECKER
WORKS O N  AL L  AT ARI  X L / X E

and e a rl i e r 8 -b i t  mach in es
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S H I F T  I N S E R T
C T R L  T A B
S H I F T  T A B
C T R L  2
C T R L  D E L E T E
C T R L  I N S E R T
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Addicta ba ll 5 .99
Alie n Syn d ro m e 8.99
Ame rica n  Po o l 5.99
Bla ck La m p 5.99
Footba ll M a na ge r 0.99
Ice H o cke y 5.99
Ka ra te  ST 5.99
Las Ve g a s 5.99
M a ste rsound Sa m p le r 28.00
Marble Madness -  8 . 9 9
M usic C o n st ru ct io n 8.99
Scre a ming W in g s 3.99
Skyf o x I I - -  8 . 9 9
Sold ie r o f  L igh t 8.99
Sta rqua ke 5.99
Tha i Bo xin g 5.99
Thunde r Vtigng 4.99
Trip A T ron 20.00
Wa r Bla st e r 5.99

G A M E S C a ss D isk
160 2.95
Airwolf 1 . 9 5
Astrodrold 6.05

-Aztec 6.95
Ba liblazer 8 .50 9 .95
Bla ck La mp 7.75
Blue M a x 4.95
BMX Simula tor 2.95
Boulderdash I I 2 .95
Chuckle  Egg 2,95
Collossus C he ss 8_75
Cosmic Pi-a te 2_95
Crack up 1.95
Cops n• Fit 1_95 ----
Dawn Ra ide r 1_95
Daylight R obbe ry 1.95 ••••
Domain of %indeed 2_95
Draconus 8.95 9 .9

-
8

Drelbs 4.50
Druid 5.95
Encounter 2 . 9 5
Escape f r o
mFort Apo loco lpyse 4,50
Fruit M a chine  Sim 2.95
Gauntlet 2 .952.

NEW ATARI GAMES
Atari plan to continue to support the XL and XE
throughout this year with around six new software titles
per month planned, some of which have already been
announced. Ones to look out for now are SPEEDHAWK
and HEARTACHE which have already been mentioned
in these pages. CONTAGION and Z.-FORCE written by
the folks responsible for CYGNUS XI plus ZONE PAT-
ROL and TUBE BADDEES which Bob Kat2 of Atari feels
is a real classic "as good as many 16-bit games".
The games are certainly there, all Atari needs to do is to
find effective means of distributing them which, with the
major distributors not interested. is not an easy thing.
We believe that talks were being held with several distri-
butors just before Christmas and hopefully well see
these games on sale quite soon with many more to follow
throughout the year.

ZEPPELIN RISING
Zeppelin seem to have a had a quiet period Atari-wise
tor is that just imagination?) but are back with a
vengeance with five new releases planned for January
and February. First up is FANTASTIC SOCCER, an
eight-way scrolling game with shooting, tackles, corner
kicks, the lot to bring the excitement of the soccer pitch
to your keyboard. Zeppelin describe this one as being as
good as KICK OFF' Anco's big hit on the ST last year.
Next is MOUNTAIN BIKE RACER, hastily renamed from
Mountain Bike Simulator which Alternative managed to
get out first, written by Ian Copeland, the man behind
Draconus and Ninja Commando., and featuring many
novel ideas. SIDEWINDER is a re•release of one of the
classic British games from many years ago. a scrolling
helicopter mission.

Later on will be WORLD SOCCER a simulation about
er• soccer and GO K A R T S I MULATO R which sounds
quite interesting.
Meanwhile Zeppelin are busy negotiating with other

companies for more new Atari software and hopes to
conclude a "major deal" quite soon which will bring a
number of previously unreleased titles to the Atari. It is
quite likely that more programmers will be required so if
you are a dab hand at programming the Atari. preferably
with some games already released give Brian Jobling a
ring on 091 385 7755. Help him get that software out to
us!

HARLEQUIN SUCCESS
Stephen Goss ot the newly formed company. Harlequin,
reports that response to the news item last issue asking
for programmers to help with conversion work to the
Atari was excellent .bind they now have enough program-
mers and products lined up to last them a couple of
years!
Harlequin are still negotiating with some of the big boys

for conversions of various titles to the Atari and have
recently made an agreement wi th Mindscape. First title
to be converted will be FIENDISH FREDDIE and there
will be more to follow. Among those that may make it are
Elite's GHOSTS AND GOBLINS and 1942 although
Stephen is quick to point out that agreements and con-
version work may take some time. He is anxious not to
create too much hype and make empty promises so we
need to be patient. Trouble is, what Harlequin are doing
is big news for long starved Atari owners who want to
know everything now!
If only a few of the titles Harlequin are going after make
it, then it will be good news. Atari owners may well, at
last, get some of the classics that have been around on
other machines for many years.

All

CALLISTO COMPUTERS
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Ghostbuste rs   2 . 9 5
Gra nd Prix S im    2 . 9 5
Green Be re t    2 . 9 5
Gridrunne r   1 . 9 5
Gunla w   1 . 9 5
Footba ll M a na ge r 2 . 9 5
H a cke r
Ha rdba ll   2 . 9 5
H a wkque st
H e nry's H o u se    1 , 9 5
H ove r Bo ve r   1 . 9 5
Intern. Ka ra te
stocky Wilso n  D a rt  2 . 9 0
Joe  Bla de    1 . 9 5
Ke nne dy Ap p ro a ch  -
Ke nny D a lg lish    8 . 8 0
Las Ve ga s C a sin o  _  2 . 9 5
Little  D e vil   2 . 9 5
Living D a ylig h t s   2 . 9 5
Lone R a ide r   3 . 5 0
M e dia tor
M ires F o rce    2 . 9 5
Mr D ig      1 . 9 5
Mr R obot    4 . 5 0
Nite ma re s
Ninle  C om m a ndo  2 . 9 5Pa nthe r   1 . 9 5
Pe riscope  U p    1 . 9 5
Pha ntom   2 . 9 5
Pogotron   2 . 9 5
Gua sim odo
Red M a x   2 . 9 5
Re scue  o n  Fra cta lue
Re ve nge  I I    2 . 0 5
Robot Kn ig h t s
R ockford    1 . 9 5
Rose n"s Brig a d e    5 _ 5 0
S. D a vis Sn o o ke r 1 . 9 5
Scre a ming Win g s 2 . 9 0
Sha ngha i

Skcie winde r   2 . 9 5
So lo lligh t    9 . 5 0  8 . 7 5
Speed Ace    2 . 9 5  4 . 5 0
Spe e drun   2 . 9 5

-  S p e e d z o n e    2 _ 9 5
Spy H unte r   4 _ 8 0

5.08  S t a r  Wa rs 8 . 9 5  1 0 -9 5
Sun Sta r   4 _ 5 0

17.95 T a l i  o f  Be ta     3 . 9 5  4 . 9 5
_  T i g e r  At t a ck   7 . 7 5  . . . .

Twilight  Wo rld    2 . 9 5
5.95 W a r  C opte r   3 _ 7 5  6 . 0 5
4.50 W i n t e r  Eve n t s -   . . . .  6 . 9 5

Wizza rd  o t  w o r    6 - 9 5
8.75 z a x x o n    4 . 9 5  4 _ 9 5

11.50 Z y b e x    2 . 9 5  4 . 5 0
4.50
4,50 W A R  G A M E S  C a s s  D i s k

Con. Vie tn a m    8 . 7 5  8 , 7 5
C rusa de  in  Eu ro p e  8 _ 7 5  9 _ 5 0
D e cision in  D e se rt  8 _ 7 5
Ea ste rn Front    2 . 9 5

N AT O C om m a nde r 8 . 7 59,506.08 K n i g h t s  o f  D e se rt  -

5.6;5
4.50

6.95
&so A D V E N T U R E S  C a s s  D i s k

Gnome  R a nge r   8 . 7 5  8 . 7 5
Golde n Ba t o n
Gunslinge r  -  . . . .  5 . 9 5
I ngrid 's Ba ck   1 2 . 7 5  1 2 .7 5
Lapps Ph ilo sh .
Sca pe ghost    1 2 _ 7 5  12_75
Suspe ct    . . „  1 1 .9 5
The C ount    _  6 _ 9 5
Time  & M a g ick   1 2 . 7 5  -
Wa x W o rks   1 . 9 5  . . _

N E W S  S T A T I O N  2 3 _ 5 0
6.66  D e s k t o p  Publishing System (disk °nip withFREE ad program and font editor

4.86

4.95

6.95

6.95

5 .50

NON-GAME SOFTWARE C a s s  D i s k
AC E C  La ngua ge  . . . .  2 . 9 5
Ata riwrite r Piu s. . . .
Fig F o rth    2 _
Gra ph I t   4 . 5 0
Prin tshop   1 7 . 0 8
Syste m  8  Po o ls   2 . 9 5  . . . .
Touch T yp in g    4 _ 7 5
Turbo Ba sic   - -  3 . 7
-
8

Turf  F o rm    2 . 9 5
Visca lc 17.95

C O L O U R S P A C E  6 . 5 0

Jett Minter's Light Synthesiser
Cassette Onl)

A T A R I  S T  S O F T W A R E
a t  b a r g a i n  p r i c e s

Can't find what you want? Then send for out free catalogue of Atari software
All Atari 8-bit orders include free membership of the Callisto Computer Club

pr ices i ncl ude VAT,  pos tage  and packagi ng for  UK or der s over  £4. 00.  Pl ease add 40p for  or der s under  E4
EC countr i es add El  per  order .  Non-EEC countr i es add El  for  first i tem and 75p for  each addi t i onal  i tem

Ma k e  out  cheques  and postal  or der s to Cal l i sto

VISA

New Alan User • inve 42 7



Maitba
Got a point
to make?

Got any
questions
to ask?

Write to
Mailbag
P.O. Box 54
Stafford
ST 16 1DR

8 I s s u e  42 New Mori User

THE ALTERNATIVE
VIEW

I am wr i ting in response to
the Al ter nati ve Micro Show
held in Stafford.  Thi s was
the first Computer  Show
that  I  have attended and i t
won't  be the last!
Al l  that  was missing was
Father  Chr istmas as i t was
a ver i table gr otto of Atar i
8-bi t del ights.  I t was a won-
der ful  exper ience to wander
ar ound actual ly buyi ng soft-
ware whi ch I  had previously
onl y read about and loads of
bargains to boot.  I  made
four  new Atar i  fr iends all of
whom have wr i tten to me,
after  a year  of thi nki ng I
was the onl y one out here.
What  a lovely bunch of peo-
ple all the Atar i  owners are
from the 'big boys' l ike Cal-
l i st°  and Page 6 down to
some smal l  t w o man'
stands l ike Dean Gar raghty
and Der ek Fern.  Nothi ng
was too much tr oubl e for
anyone and I thank  every-
one concer ned for  putt i ng
on a gr and show.
The one thi ng I did noti ce
was that,  by far  the largest
crowd were Atar i  Users,
need I  say more! After  five
hours of aching feet,  I  tr ip-
ped back to Liverpool  com-
plete wi th 28 new games
and programs.  appr oxi mate-
ly E120 l ighter  but what a
day! Wel l  wor th i t,  I  wil l  de-
fi ni tel y be goi ng again in
1990.  See you there!

Ke i th Taylor
Mersevside

FROM FAR AWAY
I travel led down to The
Al ter nati ve Mi cr o Show and
Electronics Fair ,  a r etur n
j our ney of about 400  miles
and I  must say i t was well

wor th the journey.  I  have
already put the date of next
year 's show in my diary as a
'must'.
I t was good to see the num-

ber  of companies and User
Groups that  suppor t the
Atar i  8-bi t and to see that
Atar i  is not  just a games
machi ne.  Advice was freely
given by both compani es
and User  Groups and you
were not  pressur ised i nto
buyi ng goods.  Unfor tunate
-ly the pocket and cheque
book were not  big enough to
buy all the bargains.
I was also surpr ised to see

the amount  of suppor t
there was for  the other  8-bi t
machines.

T.W.  Wood
Hartlepool

AND FROM AN
EXHIBITOR

I'd just l ike to let your  read-
ers know what a great show
the Al ternati ve Mi cr o Show
was. I  was exhi bi ti ng at the
show and had a great time.
Not onl y did I  have a pr ofit-
able day,  but had great fun
tr yi ng to answer  people's
questions and also pi cked
up a few bargains for  my-
seal I f  there is anybody out
there who di dn't  go, then
you missed a good day.  I
made a few i nter esti ng dis-
coveries dur i ng the day,
people sti l l  want software
on tape and the most popu-
lar type of software is uti l i -
ties.
And now a few questions.

Are Sil ica Shop sti l l  sup-
por ti ng the 8-bi t Atar i?
Secondly,  where can I get a
pr i nter  r ibbon for  the
X MM8 0 1  pr i nter ? I  r emem-
ber you saying in an ar ticle
that  this pr i nter  is real ly
j ust a Shinwa CP80,  so does
this mean I  can use a Shin-

wa r ibbon in my pr i nter ?

Dean Garraghty.
Doncaster

It is great to get your feedback
on the Alternative Micro Show.
We had a great time but were
curious to know how vtsitors
would react since. by no
stretch of the imagination.
was this one the the .
fl a s h yAtari  Shows from yesteryear.
It was relatively small and
mixed a lot of  different compu-
ters wi th radio. electronics
and all sorts of odds and
ends but it had more excite-
ment than I have found at any
show since the very first Atari
Show, It was relaxed and in-
teresting wi th plenty of room
to wander  around in comfort
and lots to discover. We didn't
need to sell a great deal, since
the stands were so cheap, yet
we had a great day and made
more money than at the last
Atari  Show at Alexandra
Palace!
The organisers have an

Amateur  Radio Rally booked
for  the end of April at the Na'
tionai Motorcycle Museum in
Birmingham and asked us i f
we would be interested in
coming along to a small Ein-
sten and Atari Show to be
held at the same time. Most
definitely! This is likely to be
a very small, informal. show -
a chance to meet anti  chat -
and we will let you know next
issue i f it comes off We will
also give you details of next
year's Alternative Micro Snow
as soon as we know the de-
tails, that's for sure!
As for your questions, Dean.

Silica are still supporting the
8-bit but ordy Just. they only
seem to be interested in what
they have left in stock and,
yes. a Shinwa CP80 ribbon
does fit the XMM80 I. Try any
of  the 'blank disk merchants'
you see in Computer  Shopper
and the like or. as a last re-
sort, an office supplies shop.
You'll pay a fortune at the lat-
ter though!

TRUE CONTACT

I thought  I  would drop you
a l ine to say a very big
thank  you to the mag for a
somewhat unusual  reason. I



appreciate the articles, re-
views and so for th but I
have a special reason for
being grateful.
You say you are always in-
terested in new uses for  the
Atari, wel l  how about com-
puter dating! Let me tel l
you a l i ttle story.  A few
months ago I repl ied to an
ad in your Contact col umn
for a penpal,  purely to ex-
change ideas etc..  I  found I
was corresponding wi th a
lovely lady of similar age
and interests. Gradual ly
Ter tpro files were flyi ng up
and down the countr y at an
incredible rate anf things
progressed to three hour s
on the phone every ni ght
(should get modems!).  A
while back we met and hi t i t
off straight away, love
reared its head and we are
now planning our  futures
together!
I bet you didn't realise
what goes on thr ough your
Contact column! Thank  you
from both of us, wi thout
Page 6 there would be no
romantic evenings ar ound
the keyboard because we
would never have met!
All the best and long l ive
Page 6 from two devoted
readers.

Rob and Fran

Nioe story! Reminds me about
Harry Clark  many  years ago
(a/though he didn' t  fall in
love!), anyone remember that?
Are you still around, Harry?
Double is, the Contact column
is now going to be inundated
with pertpal requests. No per-
sonal videos, please!

NINA AT LAST

I have recently wr i tten to
System 3 about a conver -
sion of either Last Ninja I
or 2 and their  l atest game
called Myth.
They answered my letter
saying nothi ng has yet been
produced but hopeful l y
sometime in the near  futur e
a conversion will take
place. I  was over joyed and
i n  sure all those 8-bi tters
out there who have been
waiting for The Last Ninja
will be too.

I have a compl ai nt about
your  mag. Not enough re-
views for  the 8-bi t Atar i .
Ther e is far  too much on
the ST,  after  all there are
lots of mugs for  the ST and
onl y one for  the 8-bi t.  Also
could you add some colour
pictures to the mug.  The
Tipster ,  however ,  is great.

Stephen Gray
South Shields

P.S. Could you please print
this  let ter?

Okay, Stephen,  printed it is.
even though it wi l l  mak e The
Tips ter even more dt(fi cult  to
keep under control!  The Last
Nirya is defi nitely  being con-
verted to the 8-bit  although
not by System 3. You should
fi nd  it  out on another label
later in the year.  As regards
rev iews  for 8-bit  products
we've said it Wo r e  and we' l l
say it  again.  I f  products are
released we wi l l  rev iew them.
We can't  wri t e rev iews  on
non-existent games. Every
8-bit  game we receive for re-
v iew is rev iewed.  One or two
get missed because com-
panies  don't  bother to send
them to us. I f  you like writ ing
letters why  not writ e to every
company  that  issues a new
8-bit  game to ask  them (f  they
have sent NEW ATARI USER a
rev iew copy. That  would help
us and mak e sure you could
read the review.

NO ARENA

After  final l y compl eti ng all I
can in Al ter nate Real i ty:
The  Dungeon,  I  was wonder -
ing i f Datasoft were ever
goi ng to release The Arena
on any machine,  l et alone
the 8-bi t Atar i !
Coul d you please fi nd out
for me i f they are goi ng to
release i t as I  am desperate
for somethi ng new to play
on my tr usty old Atar i .

Andr ew Hedges
Bas ildon

Sad news. Andrew.  Datasofi
were bought  out  by another
company  and there are no
plans  to cont inue the Alter-
nate Reality  series on any

computer.  Alt hough the Arena
was  part ly  writ ten,  t he new
owners  pulled the plug on
jUrt i t er development  and it
looks like it wi l l  never appear.
The chances of  another com-
pany  pick ing it up, part icular-
ly for the Atari,  are very s lim.

PASCAL

Please coul d you tel l  me i f
you know whether  any ver-
sion of Pascal has been pro-
duced for  the 8-bi t  Atar i .  I
have an XL wi th 1050 disk
drive and I  assume that  I
woul d have to adver tise for
a second hand version,  but
as i t is just to keep my
wife's hand in wi th thi s lan-
guage,  thi s woul d not be a
problem.

K.  L.  Laidlaw
Hinckley

The only  t wo versions of  Pas-
cal for the 8-bit  Atari that  we
k now of  are Draper Pascal
and Pascal Language System
by APX both issued many
years ago in the States but
never available over here. The
chances of  getting a copy now
are remote but you might  be
lucky. The company  that
issued Draper Pascal is Drap-
er Software,  307.  Forest
Grove, Richardson,  Texas
75080.  U.S.A. Whether they
are st ill around is anybody 's
guess. APX was  part  of  Atari
and has  long since dis-
appeared but  some APX prog-
rams are st ill around.

XL/XE TO ST
My  son has r ecentl y had an
Atar i  ST.  He woul d l ike to
learn typi ng skil ls and the
small  pr ogr am K-TYPE in
your  magaz ine looks an
ideal  way to help.  Coul d you
tel l  me whether  there is an
easy way to change the l ist-
ings for  use wi th the ST or
do you have the l istings to
enable hi m to type i t i n?

K.  G. Mew
Shrews bury

This enquiry  is t ypical of
many  we receive f rom people

who want  to run the lis t ings
In NEW ATARI USER on t t wir
ST hut. unfortunately .  it  can-
not be done, at  least not  easi-
ly. I f  you were a very good
programmer you could fi nd
way s  to convert a program.  or
rather take the basis  of  a
program and rewrite it, but
there is no other way  to use
XL /  XE list ings on your ST.
There Is an XL Emulator avail
.able in the public  domain but
it is not suitable for beginners
and would be very diffi cult  to
use unless you were alreadu
, familiar wit h the XL or XE.
Sadly .  the ST is not a prog-
rammers  machine in the same
way  as the 8-bit  Atari is and
in most  cases you wi l l  have to
resort to buy ing commerc ial
sof tware.  Hav ing said that. in
this instance, help is at  hand
f or  we have an excellent new
Typing Tutor writ t en in STOS
available as part  of  our public
domain library. The program
is bet ter than some of  the full
price commerc ial programs yet
costs a mere12.951 I f  you ha-
ven't got our latest Accessory
Shop update.  drop us a line or
give us a ring.

STACEY

My fami ly has owned two
8-bi t Atar is for  several
years, a 600XL and an
800XL.  These give us a lot
of pleasure, as does reading
your  magaz ine.  Fr om time
to time we get problems
whi ch tempt  us to wr i te to
you for  a sol uti on but a ten-
dency to pr ocr asti nate
means we never  do - unti l
now that  is_ Readi ng Issue
40 has left us wi th a ques-
ti on whi ch compels us to
break the habi t of a l i fetime
and actual l y wr i te to ask-
what  is Stacey supposed to
do?

R Beardsmore.
Newark

Glad to see someone reads
the crypt ic messages! Stacey
was  supposed to help us out
in all sorts of  tuays and gener-
ally  be a nice person. Trouble
is she upped and left us las t
year for a *better' job but she
st ill comes back to see what
f un  she is miss ing!
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Please note that Flight Simulatori i  will not run on an 0551 drive

.)‘
LEARNING
TO AY
WITH
FLIGHT
SIMULATOR
.;•tr
,

- c-900WW1110 G o t .

Atalma Niva
mt. fwe  tte t,

'6 5 tV

1

This book FREE!
with each copy of Flight Simulator

GO HAW
Treat yourself
to the fl ight of
a lifetime

for E34.95
(normal recommended pr ice)

and we'll teach
you how to fl y
for nothing!

Get yourself a copy of one of the best prog-
rams to have been written for the 8-bit Atari
and we'll send you a copy of Learning to Fly
worth E12.95 absolutely FREE! That's a greal
offer on a great program

I
Use the order form on page 49 or send your written order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Telephone orders accpeted on 0785 213928 using Access or Visa
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D R 1

ON YOUR XL/XE
Further Afield?

For the first time - all the Scenery Disks for the
Atari 8-bit available together. These are the E
Plast remaining stocks of these disks available
Buy now or be forever disappointed!

Explore the Western USA
Scenery Disk 1 S c e n e r y  Disk 2
Limited supply only
Scenery Disk 3
Scenery Disk 5

Very limited supplies
Scenery Disk 4
Scenery Disk 6

all at E12.95 each

Scenery Disk 7 - Washington to Miami
Scenery Disk 11 - Lake Huron and Detroit*

* Limited supply only

San Francisco Area STAR Disk
Japan - fly to more exotic lands

Dg- W e s t e r n  Europe*
ta  ri *  Very limited supplies

Fly a l l  at E14.95 each
lreat

These disks are available NOW and exclusively to readers of
New Atari User. Our information is that these are the last remaining

stocks Sublogic hold so it's first come, first served!

New Alan User Issue 42 1 1



XL/XE CHEATS
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it be nice to see what that next screen is like, if  only you
could last long enough to get to it? Now you might be

able to, if  your favourite game is one that The Tapester recog-
nises, for this utility, written especially for cassette users, enables
you to amend certain games to make them easier to complete.

TYPING IT  IN

The program listing contains a number of REM statements
which refer to various games. Type the whole listing in as it
stands and CSAVE a copy as your master. Alternatively you can
create up to fourteen different programs by typing in only the
DATA statement that refers to the game you wish to modify. You
must ensure that the REM statement is left out and that only the
word DATA and the numbers following are typed in. If you do
the latter then the TYPO codes will not match so it is best to type
in the lines with the REM statements and then remove them
when you know your typing is correct.

RUNNING THE TAPESTER

You next need to create special listings for whatever game you
wish to modify. I f  you have typed in and saved separate listings
then you may just run the appropriate program. If you just typed
in the master listing you should CLOAD that and then remove
the REM statement from the appropriate line leaving only the
word DATA and the numbers following.
Now place your game tape in your cassette deck and press PLAY.
RUN The Topester program and it will load the game and alter it
before the game runs. Whatever cheat you have installed will
then be in place and you should be able to gel further than ever
before!

For those who are interested in these things this is, briefly, what
The Tapester does. The program sets up an IOCB in page 6
which loads in the first four bytes of a machine code file. The
first and second bytes are ignored hut the third and fourth bytes
tell the program where the game loads in memory (high byte,
low byte). The game is then loaded in at this point and then the
extra data from the Tapester program is added at the appropri-
ate point.
There is no formula for amending a game. All these cheats were

discovered by trial and error using a disassembler. It takes a long
time!

Anyone got any more cheats that can be added to this
program? NEW ATARI USER would be delighted to publish
amendments or enhancements to this program. Write to
NEW ATARI USER, P.O. Box 54, Stafford, ST16 IDR.
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HOW IT  WORKS
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I C
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J 8
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KL
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PC

NJ

DZ

GP
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CL

OM

OOOOO •

:  R E M  U  T H E  T A P E  H A C K E R
3 R E M  n  b y
4 R E M  U  D a n z e l  W e l c h
5  R E M  U

6 R E M  U
7 R E M  U  NE W A T A R I  U S E R  F e b r u a r y  .
. / 08 R E M  t inntUTIUMISISTUTUMMISISISSEUSUSIMIUMMT
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I = I
-
0
.
1 :
C =
C
+ A
: G
O T
O  
2
0

38 I F  C O A  T H E N  ?  : ?
END
4 0  ?  " L O A D I N G . . . "
50  Z = U 5 R ( 1 5 3 6 )
6 0  D A T A  1 6 9 , 1 2 , 1 6 2 , 1 6 , 1 4 1 , 8 2 . 3 , 3 2 .
8 6
.
2

2 8 , 1 6 9 , 3 . 1 4 1 , 8 2 . 3 . 1 6 9 , 6 7 , 1
3 3
,
2 0 3
.
1 6 9
.
5

8 . 1 3 3 . 2 0 4 , 1 6 9 , 2 0 3 , 1 4 1 ,
8 4
.
3
.
1 6 9
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.
1 6 9 ,
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BATTY

STRATOSPHERE
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9 6 , 7 2 , 7 6 ,3 8 , 3 5 , 1 4 2 2 4
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. 1 4 4 3 3
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I S A  R E M  DI A MO NDS  D A T A  1 6 2 , 1 0 , 1 8 9 , 1 4 8 , 6
, 1 5 7 , 1 2 4 , 1 0 , 2 0 2 , 1 6 , 2 4 6 , 7 6 . 8 , 8 ,
1 6 9 , 1 7 3 ,1 4 1
‘
9 6 ,
2 1 ,
1 4 1
,
1 8 ,
2 6 .
7 6 ,
6 7 .
2 0
,
1 5 0
5 0
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.
1
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4 1
,
1 8 8 , 1 3
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4 8
/
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4 , 1 4 1 . 1 1 5 , 1 3 4 , 7 6 . 0 , 8 6 , 1 4 0
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2
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THE TA PESTER

Here's what you can do to your favourite games

BATTY BUILDERS makes the player immune to
falling bricks and dynamite!

STRATOSPHERE Infi ni t e  lives to make the
game a bit easier!

FIREFLEET r e m o v e s  collision detection
so that you can fly through
anything!

CAPTAIN STICKY'S Infinite lives again!
GOLD

ATTACK OF THE G e t  your own back on those
MUTANT CAMELS camels with indestructibility!

CRYSTAL RAIDER Infinite lives!

HOVER BOVVER N o w  you can start up to
level 16!

SUNSTAR I n fi n i t e  energy!

ROBIN HOOD 2 5 5  lives to make things
easier!

DIAMONDS C o m p l e t e  this classic with
infinite lives!

THRUST I n fi n i t e  lives again!

PANTHER I n fi n i t e  lives!

AIRWOLF H a v e  a go at level 5 - it's
unbelievable!

DAN STRIKES C r a c k  this old favourite with
BACK i n fi n i t e  lives!

• Daniel Welch's program
could put the Tipster out
of a job! Now you can
cheat on over a dozen
top Atari cassette games

DISK BONUS
BRIK-BAT

by Trevor Briscoe

A superb variation on one of the
all time classics with a construction

set to build your own games

Ler r o v a l l ;
- -
1 1 0 1 1 : E g
a i l i p l _ n e
r n

JIMME O Mm m  = E l  = 1 1 1 1
M i n  n  1 0 4  C I O U J O U

_ U PW3 0 0  4 -tooma lit 0 0 0 0 0
.
0

Brik-Bat is a game for two players (one can be the compu-
ter) who control bats at either side of the play area. The
object is to finish the game with more points scored than the
opponent.  The game ends when the game timer runs out (if
operating) or when either player has no bats left. The player
with the highest score wins regardless of the number of bats
left.

Many great features including

Up to 100 screens per set
Laser Cannon Fire
1 or  2 players

PLUS

Special Bricks
Slow or Fast Balls

BRIK-BAT is a real challenge for players of all abilities)

BRIK
,
BAT 
C O
N S
T R
U C
T O
R

Create your own screens or modify the existing screens with
the Brik-Bat Construction set. Lots of features in the easy to
use edit mode. Hundreds of screens may be created and
saved to disk or cassette to create your own unique version
of BRIK-BAT.

The are comprehensive instructions for the game and con-
struction sel on the disk and further printed copies are
available on request.

BRIK-BAT is the BONUS on this issue's disk. Disk sub-
scribers will  have received their copy already but the disk
is available separately for  just E2.95. Send a  cheque or
Postal Order  wi th a written order to PAGE 6, P.O. Box 54,
Stafford ST16 I  DR or  use the order  form on page 49

BRIK-BAT IS ALSO AVAILABLE
ON CASSETTE - SEE PAGE 49
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I.

PROGRAMMING

MACHINE CODE
LIBRARY

In the sixth
and fi nal part
of this series,
Stephen
Williamson
presents some
odd routines
to include in
games or
serious
programs
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part of the Machine Code Library
series. There are four short unre-

lated machine code routines that can be
used in a variety of ways.
All the source code listings were written

using the MAC/65 Assembler cartridge but
should work with all Atari assemblers.
For non Machine Code users I have in-

cluded BASIC listings that set up the
machine code routines in a BASIC prog-
ram. No knowledge of machine code is
needed to use the BASIC versions_

A QUICK FLASH!

The first routine adds a flashing cursor to
the standard text (Mode 0) screen. Lots of
computers, including the Atari ST, have
flashing cursors built into the operating
system. A flashing cursor is especially use-
ful in word processing. I am writing this
using Superscript (the best word processor
for the Atari XL/XE). When the screen is
full of text a non flashing cursor can take
a frustrating amount of time to locate
whereas Superscript's flashing one is al-
ways noticeable.
Location 755 is known as the Character

Mode Register. Various values can be
stored in this register to affect both the
cursor and the characters. A Zero is nor-
mal inverse characters, 1 is blank inverse,
2 means normal characters and 3 is solid
inverse. Poke 755 with a value between 4
and 7 and the characters invert! Impress-
ive - but not a lot of practical use. The
cursor is transparent with values 2 and 6,
and absent with a value of 1.
The cursor flash program sets up a Vertic-

al Blank Interrupt routine that alternately
puts a value of 1 and 2 in register 755.
This switches the cursor off and on.
Listing 2 is a BASIC routine that sets up

the VBI. After the program stops at line
110 you can then do all onscreen editing

with the flashing cursor. You can type in
all those program listings without fear of
losing the cursor in a mass of text.
One effect of the routine is that all inverse

characters also flash. This can be a useful
means of highlighting text or messages in
a program. For routine editing purposes I
have stopped the user from writing inverse
characters by storing a value of zero in
register 694, the Inverse Character Flag.
This trap can be removed by deleting lines
270 and 280 in the source code or by
adding the commands found in line 100 in
Listing 2. Three NOP (No operation) in-
structions are added to the machine code.
The speed of the flashing cursor is control-

led by the DELAY register (205). This is set
to a value of 8. To change the rate alter
line 190 in the source code or add a line
55 to the BASIC program:

55 POKE 204,n
where n is the delay value that you want
to use.

GRID EDIT

Listing 3 is a routine to put your Atari
into grid edit mode. Of all the routines in
this series this is perhaps the least useful
unless you do a lot of maths in squared
exercise books and miss the square en-
vironment. It is a routine searching for an
application. Write to New Atari User if you
find something to do with it. The routine
works by modifying the standard Atari
character set. By performing an ORA oper-
ation, a vertical line is added to each char-
acter and then a horizontal line is added
to the top of each character. When editing
in this mode all letters fit inside the
squares that make up the grid.
Listing 4 is the BASIC version. Hope you

are impressed!
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Right and far right
- Listings 3 and 4 - Grid Edit

Other listings overleaf

THE R A N D O M  FACTOR

Listing 5 does have a use, especially if you
are programming a card game. It simu-
lates shuffling a deck of cards but can also
be used whenever you want to randomly
sort a group of numbers. It is copied from
a section of Las Vegas Casino which
wrote for Zeppelin.
Line 160 determines the 'depth' of the sort

which simulates how long the shuffle goes
on for and the chances of an individual
card remaining in the same position. The
'depth' is set to 100 but this can be altered
in line 160.
Lines 180 to 250 place the 52 values that

represent the cards in order starting from
location 19000. This stack area is given
the label STORES and represents the deck.
At this stage the program simulates a new
deck of cards when all the cards are in
order. The shuffle routine (lines 280 to
500) then randomly rearranges the
numbers.
To sort less or more than 52 numbers alter
line 180, or in the BASIC version (Listing
6), change the value of the variable Ni in
line 70.

M  i s  R E M  M A C H I N E  C O D E  L I O N A R Y

MD 2 6  R E M  b y  S t o p h o n  W i l l i a m m o n
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0V I  I T S  D A TA  1 0 5 7 . 8 . 1 4 1 1 . 1 8 0 , 0 , 2 2 0 , 0 , 1 1 8 , 1 1 7
. 0 . 1 4 6 , 1 8 0 , 8 , 2 2 7 , 0 , 1 2 6 , 1 8 7 . 0 . 1 4 7 # 2 3 2

8D 1 4 8  D A TA  2 4 4 , 2 2 1 , 1 0 0 . 1 4 4 , 1 4 1 , 2 4 4 . 2 . 1 8 2
. 0 , 1 6 0 . 5 . 1 6 9 . 7 5 5 , 1 0 1 7 , 1 0 . 4 4 4 , 2 1 5 7 , e , 1 4 6 . 1
57

o u  1 5 6  D A T A  • , 1 4 6 . 1 8 7 . C 1 4 7 , 1 1 2 , 2 8 N , I 1 2 , 7
. 2 0 8 . 2 5 6 . 2 1 2 . 2 6 0 , 1 1 1 . 1 6

Left and above - Listings I
and 2 - the flashing cursor

. 4 , 1 1 3 , 2 6 1 , 1 6 1 . 6 , 1 6 6 , 2 1 , 1 6 7 1 , 1 1 . 3 2 , 1 1 , 2 7

DU 1 1 4  OA TA  / 6 . 1 0 2 . 0 . 1 4 1 . 1 4 1 2 . 2 . 2 3 0 . 2 0 4 . 1 6
6 . 2 0 4 , 1 0 7 . 2 0 9 . 2 0 8 . 3 4 , 1 4 0 , 4 1 , 1 3 3 , 2 0 4 . 1 6 5
, 2 0 4

PM 1 4 1  OOTA  2 0 1 . 4 1 . 2 4 8 . 1 2 . 1 6 0 1 . 1 4 1 , 2 4 . 1 . 2 .
1 6 0 . 0 . 1 3 1 . 1 4 6 . 7 6 , 0 5 , 2 2 4 . 1 0 9 . 2 , 1 4 1 . 2 4 3

20  I S O  D A TA  2 . 1 6 0 . 1 . 1 3 3 . 2 4 6 . 7 6 . 1 0 5 , 2 2 8 , 7 6 ,
s s , 7 7 4

SPEED OF SORTS

The final routine is an example of a
machine code sort There are many appli-
cations where data needs to be sorted and
there are various methods of doing this.
The insertion sort puts a mixed group of
numbers in ascending order. If you want
descending order then just reverse all the
numbers once the sort is complete. The
program can sort any number of values
but each value must be between 0 and
255, because computers don't like count-
ing above 255.
The Insertion Sort is not a particularly

quick sorting method but is one of the
simplest to understand. A sort of over 50
numbers takes a few seconds but that is a
considerable improvement over the BASIC
version of the Insertion Sort. This type of
sort is not recommended for large numbers
of data - your Atari could be kept busy for
a long time sorting a group containing a
few thousand numbers_ There are sort
routines which are quicker but they are
much more complex. The program works
through the stack of numbers examining
each pair of numbers it finds. If the first
number is larger than the second, it swaps
the pair of numbers around. If a swap

18 *
41 im m E N IN E  CODE  L L L L L L L
30 J U N  L L L L L  W i l l i a m s o n
44  ; f 0 1
.  
N E
M  
A T
A R
I  
U
S
E
R

I S  ;P O O T  6  -  0 0 0 S  ON O E n e s

occurs then a flag is set to 1 (lines 400 and
410). The routine keeps doing this, going
up and down the stack again and again
until no more swaps are possible i.e. when
the FLAG value is zero which means that
all the numbers are in ascending order.
Lines 180 to 230 in Listing 7 and lines 80

to 100 in Listing 8 put random numbers in
the stack area (labelled STORES), but of
course this part of the routine can be de-
leted lithe routine is part of a program
that has already allocated values to the
STORES. In the machine code version
STORES start at location 19000, but to
prevent a clash with other areas of a
BASIC program, the BASIC version puts
the stack starting at 1536. This restncts the
maximum number of data to 256 in the
BASIC version.

So that i t  - the end of the series. I  hope that
you have found some of the machine code
routines useful. All the routines have been
written to be adaptable so that you can cus-
tomise them for your own programs. I f  you are
not already a machine code programmer then
I would recommend learning machine code -
Us more difficult than BASIC but its not that
difficult and it does allow you to do so much
more with your Atari. •
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10
20 ;M ACNITTE  COIDE
38 ;1 4 0  S t e v e  M i l l i a m s e r :
40  f o r  R E M  * T A R T  US E R
SO ;P A R T  6  -  oTTOS  A N D  E N D
68 ;   s u e r F L E
70 g
80 •  1 8 8 8 8
. 8  . O P T  • 8 J
O1 0 0  S TORE S  -
el l e  COUNT 4  2 0 4
O1 2 0  014411100 =  p e e
O1 4 0
0 1 4 8  ; P i l l  5 5 0 4 . • 6  w i t h
01110 I t  00000  n u m b e r S
6 1 6 0
81701 L e *  1 1 1 8 8
8 1 8 0  5 2 0  COUNT
8 1 /M  L e a  1162
O2 8 8  S T A  N uM 8 1 0
8 2 1 0  A D A  um
• 2 2 0  L A  I N A
8 2 1 8  S T *  S TOR E S ,A
0 2 4 0  I N N
O2 0 0  C P R  NUM OE 0
8 2 6 0  8 0 E  L I
O2 7 0  1
O2 8 6
ez s e
0 1 0 8  L z  J 5 4 1  lem&
8 1 1 0  T A N
0 3 2 8  A D A  3 2 0 1 E 5 ,1 1
8 1 1 0  P M *
O4 4 8  J S 8  N e e
0 1 5 6  T A Y
O1 0 0  1 0 6  S TOR E S .?
O1 7 0  S T A  s T 0 0 ( 5 . 0 1
O1 8 0  P L O T
8 3 1 0  S T A
8 4 8 0  D E C
5415  A D A
O4 7 8

8 2 6 0 :
OZPO L I LOX NO
82110 'TM FLAG
0 2 1 0 LOT u l
8 3 0 8 LA LOA S TOOE S ,N
0 3 1 0 CAC
0 2 2 0 CAPP S TOIC S .?
8 2 3 0 0 1 0 L4
0 1 4 8 scc 14
0 1 5 0 P HI
8 3 6 8 Le e S TOIC S ,?
8 3 7 0 5 2 6 S TORE S ,N
0 1 0 0 I L A
• 1 1 0 STA S TORE S ,?
0 4 8 8 LOA U l
0 4 1 8 STA F1.06
8 4 7 8 LA IN N
8 4 3 0
4 4 4 4 CPN COUNT
0 4 5 8 IR E LA
0468 LOA FLAG
114711 CFO 0 0
0 4 0 0 DEO ( N I T
041.8 JMil

,
CT

0 5 0 0 E X IT O T T

01084210 r e x :M i n e

S TORE S ,?
COURT
COUNT

CUP 1 1 4
8 4 1 0  S I N E  L I
• 4 4 0  T I T S
04158 A 0 0  1 6 6  e 7 7 7 0
0 4 4 6  4 .3  C I T E  NUMBER
8 4 7 6  O C C  E X I T
8488  S E C
• 4 / 0  S I C  NOMMER
8 0 0 0  A M P  L S
851.0 ( K I T  R T s

NA A O  017m mAcTIATIE CODE  L I I I O R Y
MO A O  RE M  b e  U O P h l fl  W i l l i a m s o n
PM T O  R E M  t o r  N om  A t a r i  u s e r
LZ 4 8  P E N  P ART 6  O D D S  A N D  E NDS
NS 5 0  R E M  L I S T I O G  fi
82 S O  C 0 U O7 .2 8 4 :1 0 1 uM M E N 0 5 :5 TOR E = A 6 1 0
MP 7 0  0 1 . 5 1
•  e D  P ONE  C 0 U N T,1 0 0 :P D X E  s um S E R .S 1
vs  s o  E D I  • . 5  T O  N I
DT t e l t  P ORE  11•S TIM IE
MR 1 1 8  N E X T N
NO i l l  F O P  1 1 .6  T O  4 5
V I  1 3 0  1 E 0 0  A r P OK E  * * * * * *  , i t:N E X T N
TO 1 4 0  0 . 0 5 0 1 1 5 2 6 2
TR I S •  S T • P
OA 1 6 8  D A TA  1 0 4 , 3 2 . 3 2 . 6 , 1 7 0 , 1 0 3 . G A
, 5
.
7 2
.
3

2 , 1 2 8 , 1 6 0 . 1 0 1 5 . 5 4 , 4 1 . 1 5 7 , 5 4 , 6 , 1
0 4▪ 1 7 0  D A TA  1 5 3 , 5 4 . 6 . 1 1 8 . 2 0 4 , 1 6 5 . 7 0 4 , 2 0 1 .
0 . 2 8 8 , 2 2 6 . 1 0 . 1 7 3 , 1 4 , 7 1 0 , 1 1
.
7 .
7 0 6 , 1 4 4
.
6
.

56
Ns  1 8 8  D A TA  2 2 1 0 . 2 0 5 . 7 6 , 3 8 , 6 , 1 6
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i s
20
38
40
50
60
70

;
OSOCNINE C OD E  RRRRRRR
;ITO v v v v v  M i l l i a m e o n
1 4 or  N E W RRRRR U S tO
:P ART •  - . 0 P D S  & N D  E N D S

L I S T I N G  P  -  IN S E S V ION  s o f a

IS  S r  2 0 s O s
IS  . 0 0 T  0 0 J
0 1 0 0  S TORE S  a
0 1 1 0  COUNT
0 1 2 0  E LA G .  z e e
OLIO
O1 4 8  L O A  0 5 4
8 1 5 0  S T A  COUNT S h z e  O f  F o r t
0 1 6 8  A D A  U 0
8 1 7 8  S T A  f 4 . 4 4
S IS S  L I N  O S
8 1 1 0  L I  4 0 4  5 3 7 7 0  r u t  S t o r e s  w i t h
8 2 0 8  S T A  S iOR C S ,M  RRRRRR n o m e e r s .
O2 1 8  I N N
0 2 2 8  C P X  COUNT
0 2 3 0  O N E  L A
O2 4 0  :  - -
8 2 5 0  :S O R T  R OS S I ' S !

NT I S  R e m  mucmis le  C

N O  A O  N E m  R e  S t e p h e n  1 4 . 1 1 i O N S O n

PH 3 8  R E M  f o r  o low A t a r i  U S E ,
LE A O  R E M  P A R T e  •  c nID S  A N D  E N OS
OG 5 8  N E M  L I S T I N G  0  -  I N S E R T I O N  S OR T
RX 6 8  s T 0 R E S . I 8 S 6
Ay 7 0  C OU N T=2 1 1 4 1 0 1 .5 0

XII S O  FOR  2 r - 0  T O
UT. 1 0  P ONE  S TON E S E I , IT ITC R  RRRRR 0 1 6 8 ;
FR 1 0 8  P I N T  I
TO 1 1 0  FOR  I fi l  T O  5 1
ZC 1 2 1 1  112000 * :  , I l m e l l e S t O )
FM 1 3 5  D E N T
JO LA S  4.111SRTADOC 1 1
TN I S O  S TOP
OS 1 6 0  D A TA  1 0 4 . 1 0 2 . 8 . 1 1 4 , 2 0 0 , 1 6
0 , 1 , 1 8
S i
0

. 6 . 3 4 , 1 4 7 , 0 , 6 , 2 4 0 . 1 7 . 1 4 s . t S .
7 2
,
1 0 5

OP 1 7 0  D A TA  • , 0 , 1 0 7 , 0 , 4 1 , 1 0 4 . 1 5 1 . 0 . 0 . 1 6 8 , 1
. 1 1 1 1 . 2 0 0 . 2 1 2 , 2 0 4 1 . 2 2 0 ,
2 0 4
,
2 0 0 , 1 0 4
.
1 6 0

YU 1 0 0  0 0 1 0  2 0 0 , 2 0 1 . 0 , 2 4 0 . 1 1 . 1 0 0 . 1 0 1 1 , 2 4 , 2 0
0 . 2 0 7 , 2 0

MACHINE
CODE
LIBRARY

Left - Listings 5 and 6
- the Random Shuffle

Centre - Listings 7 and 8
- A useful Sort routine

-ma MAPPING THE ATARI
NOW BACK IN STOCK! P r i c e  E17.95
The  essenti el  r efer ence for  all XL/ XE pr ogr ammer s - you won't  get  far  w i thout  it! I mpor ted from
Amer i ca especi al l y for  NEW ATARI  USER r eader s - get  your  copy whi l e cur r ent  s tocks l ast

O r d e r  f r om  P A G E  6 ,  P . O .  B O X  5 4 ,  S T A F F O R D ,  S T 1 6  1 T B
or by te lephone on 0785 213928. Access/Visa accepted
Ws suge ss1  you ch o ck for a va ila b ility be fore  orda ring a s th is I .
.  v a r y  p o p u l a r  b o o k



ZOLTAN ESCAPE
ESCAPER
A.ZONE
F:v E  D IC E

B.SPELL
PLAY S P E LL
CONSTUCTION S E T
BIRDS DA TA  D IS K  2

• A TA R I 8  B I T  D I S K  NE W RELEASES F R O M  ! . W A R E  S OFTWA RE  -  9 . B Y T E s  •

5 . 9 9
E 5 . 9 9
E 5 . 9 9
E 5 . 9 9

PENGUIN 1  1 9 . 9 9
a : 1 . o  BOUNCE E  4 . 9 9

1 1 4 . S 5
1 1 4 . 9 5
I  9 . 9 5
1 9 . 9 5

DARG
CY B OR- S TIE N8.9451 t

1 5 . 9 9
1 5 . 9 9
1 1 2 . 9 5

PLEASE N OTE  C A S S E T T E  V E RS IONS  W I L L  B E  A V A IL A B L E  ON  REQUEST

ATARI S T  NE W RELEASES F R O M  B .WA RE  SOFTWARE -  9 .B Y TE S

SUPER C A R D  1  2 4 . 9 5
JUNE
, 
J
A
C
K  
E  
4
,
9
9

ATARI S T  E DUCA TIONA L FROM  B .WA RE  S OFTwA RE  -  9 . 9 y T E S  •

M.BASE 2  V E R  1 . 5  E  1 4 . 9 5
K IDS OFT MATHS E  1 4 , 9 5
ANIMALS D A TA  D I S K  1
.
5  9 . 9 5
9 .S P E L L  •  C ON S T S E T  I  1 9 . 9 5

OVER 1 0 0  A TA R I 0  B I T  PROGRAMMES I N  S TOCK  •  B OOK S  A N D  A CCE S S ORIE S

ATARI 5 2 0 S TF1 I E DUCA TIONA L P A CK  1 3 5 9 . 0 0
ATARI 5 2 0 S TFM  E DUCA TIONA L •  GA M E S  P A CK  E 3 9 9 . 0 0

M.WARE S OFTWA RE /B .B Y TE S V I S A  P R I C E  L I S T S  A V A IL A B L E
19 S OUTHFIE LD R D  P L E A S E  R I N G  OR  WR ITE
HINCKLEY A C C E S S  S T A T E  COMPUTER
LEICS L E I D  I U A  O P E N  9  -  6
TEL 0 4 5 5  6 1 3 3 7 7  A M  EXPRESS N O N  T O  S A T

PROGRAMS WANTED
Your programs are wanted as BONUS programs for our  issue
disks What  we need are machi ne code games or uti l ities that
would be too long to pr int as type-in listings. Programs that have
lots of support files to read in or  things that fil l  an entire disk.
How about games that were released commercial ly but are now
long gone. I f  you are the author  and have the rights you can earn
yourself a few bob more. We will  pay you up to L100 for  BONUS
programs depending on their  complexi ty and nature.  There must
be dozens of programs out there wai ting to see the l ight of day, so
send them to us.
Make sure your disks are clearly marked BONUS and that the

programs are adequately documented.  Send them to PAGE 6,
P.O. BOX $4, STAFFORD,  ST16
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Expand The Capabilities Of
Your 8 Bit Atari

P ri n t e r plugs into the computer's serial disk drive port
and then directly into your Centronics printer. It
works with most parallel printers and 8 IA software
without the need for special driver software and
includes a built-in printer cable E29.95

US Doubler quickly transforms your Alan into a powerhouse,
radiating with innovative features never before
possessed by a 1050. Features like true double
density for greater storage, single and double
density support, an accelerated tO rate designed
to t r iple y our  s peed wh e n  combined wi t h
SpartaDOS and full compatibility with existing
Atari software £29.95

Sparta  DOS
C one  ruci i on Se t

1
)
4
1
:
C
o
n
n
e
c
t
i
o
n

E
Frontier Software

P.O. Box 113
Harrogate

North Yorkshire
HG2 OBE,
Telephone

(04231 567140/
530577.

Printer Connect ion

ICUs Printer Connection isa Centronics parallel
printer interface for Atari's 8 bit computers which

US Doubler

Expanding the 1050 disk drive's strength is what
ICUs US Doubler is all about. A true performer in
the area of hardware modifications, this chip set

Spa rtaDOS

This Disk Operating System has been widely
acclaimed as the best DOS for the 8 bit Atari
range SpartaDOS from ICD supports everything
from 810 disk drives through RAM disks to hard
disks. A  special menu allows  rapid transfer.
erasure and locking/unlocking of files using only
the Space Bar, Option, Start and Select keys
The utility package supplied also features a 32
character keyboard butler, intelligent switching
between disk densities, a binary tile game menu,
subdirectories and timeidate stamping Ideal for
use with the new XF551. £29.95.

SpartaDOS & US Doubler Pack Only E49.95.

SpartaDOS X

SpartaDOS X  gives you all of  t he power of
SpartaDOS, but  on a  cartridge (with built•in
cartridge port for attaching other cartridges) so
that Spa rta DOS is there when you need it E49.95

SpartaDOS X & US Doubler Pack Only E74.95

P:R: Connect ion

Now you're no longer limited to Atari compatible
printers and modems, The P:R:  Connec t ion
plugs directly into the serial disk drive port of any
Atari 8 bit computer and provides the user with a
standard Centronics printer interface and two
RS 232 serial ports. It also draws its power from
your computer which means one less cord fighting
for a power point while its compact size leaves
your work space virtually clutter free.

The P;R: Connection's senal ports use a fully
compatible R: handler and resemble those of the
Atari 850 interface with the same signals and
functions E69.95.

Frontier Software also distribute all 8 bit  OSS
products such as  Action! (E49.95), Basic XE
(C49,95), Basic XL (E39 95) and MAC/65 (E49.95)
and their associated toolkits (E19.95) and the
remaining ICD products - Rambo XL (E29.95)
and R-Tirrie 8 (E49.95), Please write or phone for
our catalogue.

All prices include VAT.  Please add E2.30 tor
postage and packing on orders of  less  than
E100.00. Front ier accepts VISA and ACCESS
(Mastercard) All products available from all good
dealers or direct from Frontier.
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prosperous happy New Year to you alit 1 trust you're
getting over your Christmas vacations and settling down

to some serious game-playing.
Included in this edition are the answers to the prayers of dozens of
readers  a  complete solution and map to S P E L L B O UND and
the correct sequence of events (with map) for A CT I O N B IK E R.

Firstly, though. 1 must kick off with the game that has received the
most requests for help since The Tipster stepped into these pages - the
'dreaded QUEST FOR ETERNITY!!! The most prolific help has
been sent in by Raphael Espime of Peterborough. Raphael has appa-
rently overcome the many bugs in this game and actually completed
it! I would dearly love to set his hints/coded answers out in 'Uncle
Garry' fashion but I believe that the full solution would ease many
minds right now, So here we go!!

QUEST FOR ETERNITY
THE FULL AND FINAL SOLUTION

LOOK PANEL - ENTER ASP N  GET SPACESUIT- S - S - E - CONNECT
PIPE - PRESS BUTTON - GET SCREWDRIVER • GET KNIFE - W - W • GO
BED - GET MANUAL - GET PILLOW - GET MEMORY - GET UP - LEAVE
PILLOW • FIT MEMORY - READ MANUAL - LEAVE MANUAL • E - N - N - E
- WEAR SPACESUIT - PRESS BUTTON - GO DOOR - REMOVE SPACESUIT •
D - E UNSCREW COVER - GET COVER - GET CIRCUIT - W - U WEAR
SPACESUIT - GO AIRLOCK - PRESS BUTTON • REMOVE SPACESUIT - GO
DOOR - W - GET ANALYSER - E - S - S - E -  REPAIR DATALINK LEAVE
ANALYSER - W - N - N - E •  WEAR SPACESUIT - PRESS BUTTON - GO
DOOR - REMOVE SPACESUIT • D E  - FIT DATALINK • LEAVE COVER -
SCREW COVER - W - U - U - E •  LOOK DISH - PRESS BUTTON W  - D -
WEAR SPACESUIT - GO AIRLOCK - PRESS BUTTON - REMOVE SPACESUIT
- LEAVE SPACESUIT - GO DOOR - LEAVE SCREWDRIVER • PRESS YELLOW
• PRESS GREEN - N E  - PRESS BUTTON - GO DOOR - E - E CUT
VEGETATION - CUT VEGETATION - LEAVE KNIFE - GET MIRROR - N - GET
VESSEL - W - REFLECT LIGHT - LEAVE MIRROR - GET BAR - S - GO
AIRLOCK - PRESS BUTTON - LEAVE VESSEL - GO DOOR • S S  - 0 - OPEN
CRATE - LOOK CRATE - GET VISOR - LOOK CRATE - GET BLASTER -
LEAVE VISOR - LEAVE BAR • U - N - N - E -  PRESS BUTTON - GO DOOR -
N - E • N - GO DOOR - W - W - SWITCH BLASTER - BLAST ANDROID - GET
ANDROID • S S  THROW ANDROID • LOOK TOWER - W • GET
TRANSMITTER - iWe believe this is spelled on the screen as 'Transmi-
ter?Ii - N - N - LOOK PARTS - GET MODULE - FIT MODULE - S S  -
TRANSMIT - LEAVE TRANSMITTER.
E - N - N - E - E -  GET PLATINUM - D W  - LOOK CHEMICALS - GET
PHIAL - E - U - S - W -  GO AIRLOCK - PRESS BUTTON - GO DOOR S  -
PRESS YELLOW - PRESS GREEN - N - E - PRESS BUTTON - GET VESSEL -
GO DOOR - N N  • GET WATER - S MI X  IFIRAIDUM - S - GO AIRLOCK-
PRESS BUTTON - GO DOOR - W - POUR VESSEL E  - PRESS BUTTON -
GET SPACESUIT - GO DOOR - N N  - GET WATER - POUR PHIAL - CLIMB
COLUMN - LEAVE VESSEL - E - SWITCH BLASTER - BLAST ICE • BLAST
ICE - WEAR SPACESUIT - GET BRONZE - THROW BRONZE - REMOVE
SPACESUIT - GET BRONZE • W - N - WEAR SPACESUIT - E - N - N

• R E M O V E  SPACESUIT - PRESS GLASS - WEAR SPACESUIT - S - S - W .

18 I s s u e  42 - New Aicui user

SPELLBOUND
Many readers have sent in tips, maps and solutions on this one.
Here i s a  compi lation of  al l  the information received on this
game.

Drop the  ADV E RT t he n pi ck u p  t he  TELEPORT KEY and
TELEPORT. Keep walking RI G HT unti l  you pass by THOR and
reach the little ledge. l um p onto the ledge and walk LEFT, past
the flowers, unti l  you come to a GLOWI NG BOTTLE.  Pick it up
and TELEPORT.  Now  pick up the TELEPORT PAD you're stand-
ing on and walk LEFT unti l  you come to a RED HERRI NG - pick
it up.
Continue to walk LEFT unti l  you come to the ADVERT (this is

where y ou star ted t he  game) a nd drop the TELEPORT PAD.
Carry on walking LEFT unti l  you reach the LI FT.  Cal l  the lift
and enter  when i t arrives. Move the lift to the SECOND FLOOR
and walk RI G HT unti l  you come to SAMSUN.  Sometimes Sam-
sun is already i n the lift_ Take the ELF HO RN from SAMSUN,
go back to the l i ft a nd drop the RED HERRI NG.
Now move the l i ft to the ROOF.  Wal k over to LADY ROSMAR

and pick up the BOTTLE OF LIQUID.  Carry on walking RI GHT
until  you come to the W A N D  OF CO MMAND.  Pick i t up and
TELEPORT. You should now be standing next to FLORIN THE
DWARF,  so give hi m the BOTTLE OF LI QUI D and CO MMAND
him to WAKE UP,  Take the TELEPORT PAD and walk LEFT to
the l i ft.  Dr op t he  TELEPORT a nd BLOW THE  ELF HO RN to
summon FLORI N THE  DWARF.  When he appears, CO MMAND
him to SLEEP. Enter  the lift, move to the SECOND FLOOR and
find ELRAND - take the MI OLNI R fr om him.  I f  he's reluctant
to release the MI OLNI R.  CO MMAND him to be HAPPY and try
again.  Now  TELEPORT back to the lift.
S UMMO N THOR and give him the MI OLNI R.  CO MMAND him

to HELP and he wi l l  fix the Control Box_ Now CO MMAND him
to SLEEP. Enter  the l i ft and move to the BASEMENT.  Pick up
the RED HERRI NG,  wal k RI GHT and drop the TELEPORT KEY.
Pick u p  t he  P O WE R P O NG  PLANT,  CAS T the FUMATI CUS
PROTECTUM SPELL, dr op the PLANT and the RED HERRING,
and pick up the TELEPORT KEY.

1 1

REMOVE SPACESUIT - LEAVE SPACESUIT - GET GOLD - S - D - S - S -  GO
AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW PRESS
GREEN - N - E • PRESS BUTTON - GO DOOR • E S  - LOOK UNDER-
GROWTH - GET SILVER S  SWITCH BLASTER - BLAST GORPHON -
LE AV E BLAS TE R- S • S - D- E - S - G E TTWI NE - N- W- U- N- N• N-  N
• E FI T PLATINUM • FIT BRONZE - FIT SILVER - FIT GOLD - 0 - TIE
TWINE - PULL TWINE • S - GET PRISM - N LEAVE TWINE U  W  - W •
GO AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - PRESS
YELLOW - PRESS GREEN - N E  - PRESS BUTTON - GO DOOR - N N  •
CLIMB COLUMN • W - U - F I T P R I S M - W - G E T O U A R T Z
-
E
-
D
-
E • D
-
S

- S - GO AIRLOCK - PRESS BUTTON - GO DOOR S  - PRESS YELLOW-
PRESS YELLOW - PRESS GREEN - N - E • PRESS BUTTON • GO DOOR - N
- E • N - GO DOOR - W • W - S - S - D -  LEAVE QUARTZ U  - PRESS
S W I T C H - D - G E T Q U A R T Z - L I - N • N • E
-
E
-
S
-
S • S
-
W
-
G O

AIRLOCK - PRESS BUTTON - GO DOOR S  - PRESS YELLOW - PRESS
YELLOW • PRESS GREEN - N - E - PRESS BUTTON - GO DOOR - E - E - D •
N - GO BOOTH - FIT QUARTZ

to complete your Quest For Elernitylli



1
0  
E
n
t
e
r  
t
h
e  
l
i
f
t  
a
n
d  
m
o
v
e  
t
o  
t
h
e

GROUND FLOOR,  Walk  RI GHT unt il
you fi nd  a LASER. l ' ic k  i
t  u p .  
S U M -
MO N L A D Y  RO S MA R,  g i v e  t h e
LASER t o her and CO MMA ND her to
HELP.  S h e  s h o u l d  b u r n  a  h o l e
through the wall .  Stand on the POOL
OF LI QUI D and CAST the AMAROUS
PHOTONICUS SPELL. Go back to the
lift a n d  mov e t o t he FI RST FLOOR.
Walk t o  t he  ex t reme RI GHT o f  the
floor, p i c k  u p  t h e  TRUMP E T a n d
TELEPORT. C O M M A N D  T H O R  t o
WAKE UP,  t hen  ent er  t he  l i f t  a n d
move i t  t o  t h e  FO URTH  FL O O R.
Move RI GHT,  S UMMO N THO R and
COMMAND h i m t o  HELP.
Return to the lif t  and move to LEVEL

TWO.  W a l k  a l l  t h e  w a y  t o  t h e
RIGHT.  S U M M O N  E L RA ND,  g i v e
him the TRUMPET and  CO MMA ND
him to HELP. He  wi l l  blow the t rum-
pet and mak e t he wa l l  collapse!
The key t o solv ing the game

lies in the CRYSTALS. One is
found o n  t h e  F O U R T H
FLOOR, ano t her  a t  t h e  f a r
end of  of  the ROOF and  the
last on the SECOND FLOOR.
Collect t hem a l l  -  when  y ou
have them, t ake t hem t o  the
GROUND FLOOR and get the
CRYSTAL B A L L  f r o m S A M-
SUN. Get  t he WHI TE  GOLD
RING f r o m t h e  S E CO ND FLOOR,
then g o  bac k  t o  t h e  e n d  o f  t h e
GROUND FLOOR a n d  S UMMO N a  character.  When  he  or she
appears, giv e the CRYSTAL BALL.  Pick  u p  t he WHI TE  GOLD
RING and CAST t he CRYSTALLI UM SPECTRALIS SPELL_ (You
also need t he  WA ND  OF CO MMA ND) .  THRO W ALL  THREE
CRYSTALS AT GI MBAL TO  FREE HI M! ! !

F  7
-

71•1
Na5k/ ROOM

B A S E  -
l ' l I s /

NOTES
1. A  BANSHEE is  t rapped ins ide the GLOWI NG BOTTLE.  Once

the batt le is  dropped,  t he BANSHEE is  released. CO MMA ND
it to HELP f or more clues.

2. To  please O RI K  t h e  CLERI C a t  t h e  end  o f  the SECOND
FLOOR, give h i m t he BOOK O F SHADOWS (it  can be found
on the some fl oor).  To  get  t o  ORM,  destroy the wall between
you and h i m • go  t o t he FOUR I H FLOOR, move RI GHT and
SUMMON THOR.  Wh e n  h e  appeals ,  C O M M A N D  h i m  t o
HELP (he must  hov e the MI OLNI R) .  He  wil l  launch a bolt  of
lightning a t  t he  t ower whic h loosens a stone. This  mus t  be
done so ELRAND c an destroy t he wa l l  wh ic h  hides  O RM.

3. I f  you pick up  t he STICKY B UN on  t he FI RST FLOOR y ou
won't be able t o drop it ,  t hus  l imi t ing  t he amount  of  objects
you can carry.

4. Pick up the BOOK OF RUNES a long wi t h  t he RUNESTONE
and you can read it .

5. I f  you wish to fix the BROKEN TALI SMAN,  give FLORI N T i l t
DWARF the BAR OF GOLD, the BROKEN TALI SMAN and the
TUBE OF GLUE t h e n  CO MMA ND h i m t o  HELP.
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You can't keep The Tipster down
- there's more over the page!!

THE GIVEAWAYS
Now here's a problem because that sly old Tipster

has put together several readers hints and tips to
provide the answers to this issue's problem games,
so who do we give that lovely Da tabank  Wa tc h
to? Well it has to be Raphael Espime doesn't it -
maybe the only person in the world to have battled
to the end of Quest For Eternity. Figuring out how
to use that Databank Watch ain't gonna be so
easy, Raphael!
This time we have on offer A N Y TEN  B U D GE T

A T A R I  GA M E S  of your choice! I f  you are the
chosen one and can think of ten budget games you
don't already have we'll send them to you, provided
that they are still available! Get thinking and bury
that old Tipster under a ton of mail.

19



I.CRASH HELMET 11.SUNGLASSES
LEATH/S 12:FAIRING

3.HIGHWAY CODE 13.CAN OF POP
4.GEARBOX 1 4 . V I S O B
5.CLOVES 1 5 . E X HA US T
6.HEADLAMP 16.POWER BRAKES
7.PETROL GAUGE 17.5PEEDO
&LARGER TANK 18.BRAKE LAMP
9.100LBOX 1 9 . 0 I L  CAN
10MUDGUARDS 20.11CHARGER

20 i s s u e  42 - New Atari User

ACTION BIKER
Help on this one t ornes courtesy of A. lonta from Glasgow and

several other readers. The object is to collect 40 items scattered
throughout the town. The items will eventually help you to
overcome various obstacles littered over the landscape. You start
the game outside the town's petrol station, and you have return
here when your bike's fuel starts to run low (although something
you pick up later on in the game is an enlarged fuel tank).
Once you start you are given a time limit to collect the first item,

which is somewhere in the landscape. Luckily, your hike is able
to go off the road, although you have to be careful not to ride
into the many fences and walls. Once an item has been collec-
ted, the time remaining is converted into points and another
time limit  is given.
As the game goes on the objects are located in less accessible
places and eventually you have to use all your skill to reach the
items. For example, you have to use ramps to jump fences to
collect an item totally fenced in. The town is quite large and
'wraps around' so it's possible to keep travelling on the some
road until your fuel runs out.

The objects to coiled (see map) are, in  order:

21.COOLING FINS
22.INDICATORS
23,MIRROR
24.2.TONE HORN
25.REFLECTORS
&ROAD MAP
27.STARTER
ZBILINCHBOX
29.03. RADIO
30,G/F STRIPES

31:WATER SKIS
32.FIRE EXTINGUISHT
3310C LAMPS
34,STOPWATCH
35.MiCROSS TYRES
36.H141
371/IGNITION
38.REV COUNTER
39.WINDSHIELD
40.TICKET FOR RACE

Na p  c o u r t e s y  o f  A .  l o n t a

You now go to the Race Track. Move to a position just behind
the Start Line and go, on the green light, straight to the other
end of the track or you will be disqualified and lose a life. The
t ime taken is added to your fi nal score.

COME ON GUYS AND GALS!

We've only had room this issue for a couple of games but next
time, if  YOU supply the hints, we'll cover a whole host of Atari
games. There has been a good few new releases lately so how
about some hints and tips on games such as COSMIC PIRATE,
NI Nf A CO MMANDO ,  PRO MO UNTAI N BI KE and all those
new ones which will have hit the shops by the time you read
this. Don't forget the oldies either, they are all welcome. Some-
one somewhere is stuck on the game you have just completed!

Send i t al l  i n to
THE  TI PSTER,  NE W ATARI  USER,

P.O. BOX  54,  STAFFORD,  S TI 6  1DR

A TIPSIER EXCLUSIVE!
Every reader sending in a NEW hint,
tip, cheat or map will receive THE
TIPSTEles unique badge. whether
the contr ibution is used or  not. The
only qual ifi cation is that the tip
must not have been used before in
this column (r ipping pages out of
old Atar i  User mags doesn't count
either!). Please note that we cannot indicate whether  your hint or tip
will appear  in a future issue - it might.  i t m ight not depends  what
The tipster  hod for  dinner  when he comes to type up the column
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NOW WITH TV MODULATOR
For the serious home user and the small business. we ern
ple teed to  an n o u n ce  a  n e w p ackag e  b ase d  aro u n d  th e
104eST-FM T h e  1
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1Mbyte  b u i l t-in  d i sk d n ve  I n  ad d i ti o n .  t h e  1 0 4 0 5 T -F M
new COMM with a TV  modulator builtun ( The  previously
wadable 704061-F was designed tor  use with a monitor
ONy and dud not cora. with a modulator I This modulstor
allows tIle  10405T- F to  b e  plugged directly  in to  a ny
donsetrc TV  set. a w l  comes complete  with a  lead to
alloy, yew lb  do s o T h e  ne w •Prollemonal P ack • from
Seca includes the new 104(1ST-FM with nvodulatur plus
fon high quality software packages including a  spread-
sheet d atab ase ,  wo rd  p ro ce sso r an d  p ro g ram m i n g  tan g -
Ag e  t h i a  ' Pro fe ssio n al  P ack wi n e ri e s wi l l  e n ab le  yo u  to
get straight down to business with your new computer I n
addition tO this seerwre 'wor th E38.1.84), of you buy  the
Pre visio n al  P ack f ro m  S i l i ca S h o p .  yo u  wi l l  al so  me ssy&
Ma Silica S T  S tarter K i t ( wor th ov e r  E200) , Fr e e  O t
Charge  Re tu rn  th e  co u p o n  to r fu rth e r in to mmtio n .

iNC1 U D I N G  V A T

With SM124 mono monitor:  E 5 9 8 M
With SC1224 colour monitor:  £ 7 9 8 Z

2Mb & 4Mb MEGA ST
The MEGA ST computers are styled as as Ighhowert keyboard with a separate CPU.
connected toy a coked telephone style °abe. Tien
.
.. a r e  t w o  
v e r s i o n s  
o f  t h e  
M E G A  
S r .

rail ve st 2 Mlbyte s o f RAM  an d  th e  o th e r wi th  4 M b yte s E ach  ve rsio n  h as •  IPA:rya'
Ombra. sided dila Orme built- in to the CPU unit. The MEGA STS do not coma weh
modulator bout-se  an d  mu st th e re o n ,  be  use d wi th  a mo n ito r. Wi th  e ve ry M E GA  ST
puronated, we will add the •Priatesssanni Peck' softwere (worth C384 1331 detailed
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av tuarat meat • . -  co lour m o n i)o r . El Ise  •  co lou  r mon ito r - L.14911
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n e ve m corne ae  ton re am Ow coupon below. !Joking Me  IDTP bee In a •  come r

1Mb DISK DRIVL
£ 4 5 0  OF S OFTWARE

ARCADE GAMES
Arkattold II I m a g i n e  £19.95
Beyond The Ice Palace E l i t e  L19_95
BteCk Lamp F i m b i r d  £19 .95
Buggy Boy E l i t e  f19_95
Chopper X M a s i e r t r o n i c  E9 .9 9
I kart Warriors E l i t e  t14_95
Marble M adness E l e c t r o n i c  Arts E .24_95
Ouadrallen 1 0 9 0 t r o n  £19 .95
narlarairlla r i e w S o n  COnS ullants f1 9 _ 9 5
Return To  Genesis F i r e b i r d  L19_95
Roadwars M e l b o u r n e  House E I S .%
Starquake M a n d a n n  f19_95
Test Drive E l e c t r o n i c  Arts £24 .95
Thrust F i r e b i r d  £ 9 .9 5
Thundercats E l i t e  £19 .95
Wtzball O c e a n  E19 .95
Xenon M e l b o u r n e  House £19 .95
Zynaps H e w s o n  Consultants f 1 e .9 9

SPORTS SIMULATIONS
Eddie Edwates Super Ski E l i t e  E19.115
Seconds Out T y n e s o f f  E M S
Summer Olympiad •S4 T y r e s n ' t  £19 .95

PRODUCTIVITY SOFTWARE
Organiser T r i a n g l e  Publishing 549 .96

JOY$T1CK
Atari eXa0 Joystick A l a n  Corp £ 4 .9 9
FREE ATARI BUNDLE VALUE:VI-9197

With SC1224 colour monitor:  E698

ATARI 1040ST-FIN 1 C o m p n i e r
,  E 4 9 9 . . 9 9VIP PROFESSIONAL I So w o o sh e e t . E149.95
M I C R O S O F T  W R I T E  i W o r d  Processor
, 0 4 9 . 9 5SUPERBASE PERSONAL toddatmw E59.95
BASIC DISK & MANUAL lLartLitaigei E24•98

NORMAL FRP: 1984.92LESS otscouNT -085 82
PROFESSIONAL PACK PRICE: 1499_00

DO YOU OWN AN ATARI ST?
If yru already oven en Atari ST computer and would Poke to be registered Oil our mailing list as an
ST our, let vs know We will be dimwit lo send you MOWS ot our entre lets and newsletters
FREE OF CHARGE as they become •vailable CorripMte the coupon and return it to Our Salcup
branch and begin elperiercing e seaciest ST service that e  second to none

ILICA SHO ••
S I E I C U P  (8,z, M a i l  O r d e r ) . . .  1 1 1 1

1-4 The  Mews, H a the rle y Road,  se lcu p •  e n t .  0 A1 4  4 0 X
OPEN' M ON- S AT Sarn -  5  30prn • L A T E  N IGH T' : FR IDAY  Sam -  1 pm

L O N D O N  0 1 - 5 8 0  4 0 0 0
52 Tottenham C ourt  Road, London,  W 1 P  O BA

OPEN: S ION- S AT 9.30am -  8  00pm L A T E  N I G H T : N O N E
L O N D O N  0 1 - 0 2 9  1 2 3 4  e x t  3 9 1 4

S e a ndge s  t a t  fl oor ) , O x f o r d  S tr e e t.  L o n d o n .  I N T A  T A B
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XL/XE PROGRAMMING

Multi•Mouse
Routines for Mouse, Trackball, Joystick and Touch
Tablet that you can use with your own programs
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of your programs and tried to
change it from joystick-operated

to use your brand new mouse? Or have
you ever felt it was too tedious program-
ming for a Trakball, and put it  off hoping
to change it later? Or did you never realise
you might want your new SoopaArt prog-
ram to work with anything but a
keyboard? If so, count yourself in with me.
With Multi-Mouse, however, I hope to
have quashed the majority of problems
you can get with these devices.

FOUR CONTROLLERS

There ore four separate device drivers.
Each program sets up a device called M:
(M for Mouse) which is called using the
standard CIO procedures, i.e. OPEN, •
CLOSE etc. Each program is for a different
input device but they all return the same
values using the same instructions, there-
fore they are interchangeable every time
you boot the computer. Not only that, but
they all use only 2K of memory (and only
a third of that is program - the rest is
player/missile data used to create the
pointer on screen).
When you first boot up your computer.
you load in the relevant device handler
and can then use the following commands
(I will assume you are using channel I  for
the M: device):

OPEN #1 ,X,X, " M:

where X is any number or variable - it
doesn't make any difference. A pointer will
appear on the screen in black with a white
edging. This means it is always visible.

NOTE #1 ,X,Y

which will enable the user to move the
pointer around the main screen area.
When the user presses the trigger button
on the device they are using, the X and Y
variables are loaded with the co-ordinates
across and down of where the user left the
pointer. These co-ordinates will be equiva-
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lent to the nearest plottable point in the
current screen mode. For example, in
Graphics 7, X will be in the range 0 1 5 9
and Y will be in the range 0 9 5 .  The text
window is not taken into account in split-
screen modes, because you can still plot
and DRAWTO points under the text
window.

POINT #1,X,Y

which will move the pointer to the co-
ordinates given by X and Y, again depen-
dant on the current screen mode.

CLOSE #1

will make the pointer disappear.

Note the following:
a) The input device should be in port 2.

This enables hardened garners to keep
their joystick in port I .

b) Pressing Break has no effect until a
trigger button is pressed.

c) The M: driver works in any graphics
mode. In GTIA graphics mode 10,
however, the arrow cursor is not visible
over the standard background, this is
probably something to do with the
background and arrow both being the
colour of PEEK(704), but it's still rather
weird that it doesn't affect any other
colour.

d) Changing graphics modes is likely to
produce a load of flashing gunk where
the pointer should be. Don't worry just
close the device and re-open it.

e) You cannot GET, PUT, PRINT, INPUT, or
STATUS from the device. You will get
an ERROR 146 (Function not imple-
mented).

Article and
routines

by Simon Trew

COMPAT IBIL IT Y

At present these devices are available

MOUSE.COM ST Mouse driver
TRAKBALLCOM Trakball driver
TABLETCOM Atari Touch Tablet driver
lOYSTICK.COM Standard joystick driver

All devices are 100% compatible with
each other. They work with all Basic prog-
rams that have enough memory. They
also work with the Assembler cartridge
and any other language providing the
code does not start below address $2800 or
relocate at MEMLO (such as a Basic prog-
ram). It will not work with Turbo Basic
which uses this area of memory. For this
reason I plan a relocatable version for the
future. Assembler users can, of course,
change the load address for compatibility
with Turbo Basic.

TYPING IT  IN

This is the part of any article that most
people give up on, so I have tried to make
it as painless as possible.
If you haven't got an Assembler, you will

have to type in the BASIC DATA state-
ments or buy an Assembler. The first is
cheaper, but the second is easier and you
will be supporting your local Atari dealer.
Not convinced? Oh well, here goes:

USING BASIC

Type in the BASIC program COREBAS
and SAVE it. Note the REMs pointing to
bytes you may alter if you wish. You may
leave out all REMs if you wish. Run it and
you will have created a file called
COREOBI, which is the file common to all
devices and contains the data for setting
up the player-missiles. M: driver and so
on.
Now type in any of the subsidiary driver
programs you fancy. The lOYSTICK_BAS
one is the shortest at 78 bytes. After saving



Listing 1 - CORE.BAS The program to create the basic driver for all devices

CS LE 3 2 0 DATA E O C O C O O E 0 0 F4 A 2 0 0 6 8 A 8 8 C 1 E 2 2 0 01 R E M
NC 2 R E M  U  M U L T I

-
M O U S E

ZN 3 3 0 DATA 4 A 2 0 0 0 0 0 2 4 0 0 5 0 2 0 ' 5 . 0 8 2 S c 8 c a c e
SU 3 R E M  A  b y  S i m o n  T r e w ND 3 4 0 DATA 0 E D O E E 6 0 4 5 0 0 0 D 0 0 2 0 A 5 0 D 6 D D 1 2 0
AA 4 R E M  U  L i s t i n g  1 PB 3 5 0 DATA 4 C D 2 2 0 2 0 F F F F A 9 C F 8 5 0 C A 9 2 0 8 5 0 D
OP 5 R E M  U  C O R E . 0 0 J  MAKE R L S UU 3 6 0 DATA A 2 0 0 0 0 1 4 0 3 F 0 0 6 E 8 E 8 E 8 4 C D C 2 0 1 4 9
SN 6 R E M  U MP 3 1 0 DATA 4 0 9 0 1 A 0 3 A 9 0 8 9 6 1 8 0 3 4 / 2 1 1 1 0 1 C O 3
LT 7 R E M  U  NE W A T A R I  U S E R  F e b r u a r y  9 0  U ZB 3 8 0 DATA A D E 8 0 2 C 9 2 0 8 8 A A A 9 2 8 8 D E 8 0 Z A V 0 8
Cl MO 3 9 0 DATA B O E 7 0 2 6 0 1 7 2 1 2 1 2 1 2 C 2 1 2 C 2 1 2 C 2 10 R E M  I
NO 9 R E M 50 4 0 0 DATA 2 F 2 1 4 C 1 7 2 1 6 0 8 4 4 8 2 0 0 1 2 0 6 8 A A A 0
JR 1 0 0  O P E N U 1 , 8 , 0 ,

-
D : C O R E . 0 0 J
-

MM 4 1 0 DATA 0 1 6 0 A / 0 0 8 D 0 O D 0 8 D 0 1 0 0 A 0 0 1 6 0 4 0
XV 110 RE S TO RE  : D I M  H E W S ( 3 2 ) , A S ( 2 ) ZA 4 2 8 DATA 9 2 6 0 0 0 4 2 0 3 C 1 2 6 F 0 2 7 C 9 2 5 D 0 F 2 4 C
EX 1 2 0  RE AD HE M S RK 4 3 0 DATA 0 E 2 1 0 2 0 3 0 3 0 2 0 1 0 1 0 0 0 0 0 8 0 1 0 1 0 1
LA 130  F O R  N 1  T O  L E N C H E X S ) - 1  S T E P  2 GR 4 4 0 DATA 0 2 0 2 0 0 0 0 0 3 0 3 0 4 0 3 0 2 0 2 0 1 8 1 0 0 0 0
AT 1 4 0  AS = HE NS t l f , f 1 + 1 1 PP 4 5 0 DATA 0 0 0 0 0 3 0 4 0 0 0 0 8 A 4 0 2 0 1 F 2 2 6 0 A A A 0
AM 150  Z r  A S = " X W  T H E N  CLO S E  # 1 : E N D MS 4 6 0 DATA 1 D 2 2 3 0 c 9 3 0 8 5 F 5 A 5 5 7 c 9 0 0 0 0 1 1 A 5
CP 1 6 0  P U T  1 4 1 , 6 4 6 S C ( A S )

-
7 4 6 4 A S P W * 3
-
4 0 3 4 1 1 6 1
.

WL 4 6 5 REM i t  -
X o fC A S C C A S ( 2 ) 1 - 7 A ( A S ( 2 ) ) " 0 “ , - 4 0 ) EY 4 7 0 DATA 0 0 0 6 F 5 6 9 0 0 1 D 4 D O 3 A 5 F 5 V D 4 C O 3 4 C

I D 1 7 0  N E X T  N HA 4 8 0 DATA 9 F 2 1 6 1 9 0 0 9 D 4 D 0 3 4 4 5 7 0 9 3 E 2 1 C 9 0 0
MS 1 8 0  G O TO  1 2 0 FV 4 / 0 DATA F 0 0 8 4 6 F 5 3 8 E 9 0 1 4 C 0 E 2 1 A 5 F 5 9 0 4 C
NO 2 0 0  D A T A  F I F F F 0 0 2 0 1 E 2 2 8 0 A 1 0 2 0 0 D 0 7 0 4 1 0 6 / MN 5 0 0 DATA 0 3 A D 1 E 2 2 E 9 2 0 8 5 F 5 A 4 5 7 8 9 4 E 2 1 C 9
TT 2 1 0  D A T A  0 3 8 5 F 6 A 9 0 0 0 5 F 5 A 0 0 1 2 0 A 9 0 0 A 0 0 0 OZ 5 0 5 REM G I C E g E l l r i n
ov 2 2 0  D A T A  9 1 F 5 C 8 D 0 F 0 E 6 F 6 A 5 F 6 C 9 2 8 D O E F A 2 X0 5 1 0 DATA 0 0 F 0 0 8 4 1 6 F 5 3 8 ( 9 0 1 4 C A 8 2 1 A 5 F 5 9 D
SC 225  R E M  4 4  X  . n d  V  4  C o o r d s  o n  O P E N ND 5 2 0 DATA 4 E 0 3 A 0 0 1 6 0 4 5 5 7 C 9 0 8 D 0 1 2 5 E 4 D 0 3
TE 2 3 0  D A T A  8 0 2 0 6 6 2 0 4 0 8 0 2 0 7 F 2 0 A 9 3 E 8 D 2 F 0 2 EC 5 3 0 DATA 7 E 4 C O 3 8 D 4 C O 3 1 8 6 9 3 0 8 D 1 D 2 2 4 C E 8
DK 235  R E M  C o l o u r s  F o r e 4 4  B a c k 4 4 Al 5 3 5 REM 1 3 1 1 1 1 2 M I C
ZT 2 4 0  D A T A  A 1 0 0 3 0 D i D D 0 4 9 0 0 0 D c 0 0 2 A 9 8 FA D C 1 OJ 5 4 0 DATA 2 1 A 8 0 9 3 E 2 1 C 9 0 0 F 0 0 9 1 E 4 C O 3 3 8 E 1
NW 2 5 0  D A T A  0 2 1 : 0 0 1 0 D 6 1 0 2 0 D 6 F 0 2 6 0 0 0 4 0 6 0 7 0 JN 5 5 8 DATA 0 1 4 C O O 2 1 8 D 4 C O 3 1 8 6 9 3 0 0 D 1 D 2 2 A 4
ZD 2 5 5  R E M  F o r e . n d  a r r o w :  E nc 1 4 -4 ,  a r t T i 5 5 5 R EM

ON 2 6 0  D A T A  7 8 7 C 7 8 7 8 5 C 0 C 0 E 0 6 0 6 0 0 4 0 A 0 / 0 8 8 VA 5 6 0 DATA 5 7 0 1 4 E 2 1 C 9 0 6 F 0 0 1 1 E 4 E 0 3 3 0 E 9 0 1
NU 2 6 5  R E M  c k . n d  a r r o w :  E n W 4 4 t t S t a r t SW 5 7 0 DATA 4 C F 6 2 1 8 D 4 E 0 3 1 8 6 9 2 0 8 5 F 5 8 A 4 8 A E
KM 270  D A T A  8 4 8 2 0 4 8 4 A 2 5 2 1 1 0 9 0 9 0 6 E 0 3 8 8 0 0 5 AT 5 7 5 REM 1 4 0 ; 0 7 1 1 = 1
NJ 2 7 5  R E M  4 3 0 - X o f  4 4 D 0

-
X o f  4 4 C F
-
X o f

I A 5 8 0 DATA 1 0 2 2 2 0 6 6 2 0 A 4 F 5 2 0 7 1 2 0 6 8 A A A 0 0 1
SP 280 D A T A  A 2 3 0 4 c 7 5 2 0 E 0 D 0 9 6 0 2 A 2 C F 8 E 1 D 2 2 NJ 59e DATA 6 0 0 0 0 0 ( 7 0 2 E 8 0 2 0 0 2 8 E 0 0 2 E 1 0 2 C 2
UT 2 8 5  R E M  C F

-
X 0 f  
i t

UM 6 0 0 DATA 2 0 X x  C H M
UN 290 D A T A  O E S O D O 8 FA I D 0 6 0 C O 2 0 8 0 0 5 A 0 2 0 4 C vm 6 1 0 REM mum-
JD 2 / 5  R E M  1

-
V e f t
A t  
2 0
-
V o f
t

MX 6 2 0 REM
OR see  D A T A  8 E 2 O C O D F9 0 0 2 A 0 D E C C I E 2 2 F0 2 E A E SU 6 3 0 REM m e  o r  f . r  o u r  e l f .
CK 3 1 0  D A T A  1 C 2 2 9 8 4 0 6 1 0 0 0 A / 0 0 9 D 0 0 2 4 9 0 0 0 2 5 . I J 6 4 0 REM M  A L L  V A L U E S  A R E  I N  A C A

1RA 3 1 5  R E M  O F - Y o f t t  i t D E
-
Y . f

I X 6 5 0 REM

and running this, you wi l l  have a fi le
called (in this instance) lOYSTICK.OBI. Go
to DOS and copy the CORE OBI fi le to
lOYSTICK.COM, then append IOYSTICK-
OBI to the lOYSTICK.COM file. I f  you are
in any doubt as to how to do this, consult
the DOS book. In SpartaDOS, the format
would be:

COPY COREDBI  IOYSTICK.COM
COPY lOYSTICK.OBI lOYSTICK.COM/A

In DOS 2.5 choose opt ion C and type the
filenames

COREOBI, lOYSTICK.COM

then choose C again and type

lOYSTICKOBI, lOYSTICK.COM/A

Now the fi le IOYSTICK.COM can be
loaded from the DOS 2.5 Menu opt ion L or
renamed A I I I
-
O R L I N S Y S
.  
D O S  
2 .
5  
u s e
r s

should note that a MEM.SAV ut il it y  needs
to be loaded (such as the RAMDISK) as the
driver uses the area of  memory  overwrit ten
by DUP.SYS. In SpartaDOS, you lust need
to type lOYSTICK or place it  in a .BAT fi le
(Or rename it  to AUTORUIN.SYS).

USING AN ASSEMBLER

If you have an Assembler, you have two
options:

a) 11 you don' t  intend changing the prog-
ram much,  type in the COREASM
program and save it. Assemble it  to a
disk fi le called CORE.OBI_ You may
then type in the subsidiary driver files,
for example lOYSTICK,ASM, and
assemble to a disk fi le called JOYSTICK-
.OBI. You are now ready to combine
these files in the some way  as for Bask
programmers .

b) I f  you intend changing the program a
lot, t hen the addresses are likely  to
change and you can't  really  assemble
the programs in two separate bits. Type
in the COREASM fi le as before and
save it. Then cont inue typing in the
relevant  driver,  for example JOYSTICK-
ASM,  but  omit  the equates lines in this
fi le as stated, or you wi l l  get error mes-
sages wit h duplicate identifiers, in other
words dec laring things twice. You may
now save this fi le as lOYSTICKASM
and assemble it  s t raight  to a disk fi le

called lOYSTICK.COM. The t ime saved in
not  hav ing to copy you wi l l  lose in s lower
assembly, unless you are really  brainy  and
have a MAC/65,  in which case you wil l
lose the t ime changing the equals signs to
EQU and • t o ORG and so on. It's lust a
mat ter of preference.

Right, now you should have a set of 1 or
more drivers which you can use in your
programs.  I f  you've come this far then
congratulat ions!  You've typed more for
this ut ilit y  than I have!

EXAMPLE PROGRAM

Here is a quick ie program which draws
lines to any  point  on the screen you 'click'
at.

10 GRAPHICS 7
20  COLOR 1
30  OPEN # 1
t
4
w
0 , " M : "

40  NOTE #1 ,X,Y
50 PLOT X, Y
80 NOTE #1, X, Y
70 DRAW() X,Y
80 GOTO 60

continued overleaf
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13110 0 . P M 5 T O R I E  :  R e s e r v e  2 8

1 3 1 4  O E 1 0 0 . 0
0
2 8 0 6  
1  
fi r S
t i

1 4 0 8  R T S  1  H a r d  O f f  t h e

1 4 1 8  1  5  a a a a a  DO S

1 4 2 0  I  c a l l  t o  t h e

1 4 2 8  1  t t t t t  a d d r .

1 4 4 0  S E T U P

1 4 5 0  1 0 A  • P H S T O R E 1 2 5 0  1 O 1 1  A n t i c

1 4 0 0  5 1 8 1  P M 1 0 4 5 t  ;  1 4 0 0 r •  P M U s  A r e

1 4 1 0  C L C  ;  D O N ° I  r i v a r

1 4 6 0  A D C  1 1 3  ;  fi r s t  t h r e e

1 4 1 0  ' , T O  T E M P 1 4 1 .    f o u r

1 5 0 8  L D A  U 0 0 5 1 0 0 1 6 1 5 5  ;  A r t : H o r a n )  w h e n

1 0 1 0  5 1 0  T E M P I  ;  s t o r i n g  t h e

1 5 2 8  L B *  P O S I O R E * 1  ;  t t t t t  t o  C l e a r

1 5 3 0  L O O P 2

1 5 4 0  L O A  0 8

1 0 5 9  L O Y  6 8

1 5 6 0  L O O P I

1 5 7 0  S T A  I T E M P 1 1 . 0  1  C l e a r  p a g e

150111 I N V

1 5 0 0  O N E  L O O P S

1 6 0 0  I N C  T E M P I . '  ;  L n r  p a g e  C o u n t

0 .6 1 0  i D A  T E M P I . *  :  u n t i l  d o n *

1 6 2 9  C m p  0 0 0 5 1 0 1 1 0
,
1 5 6 .
6

1 0 3 0  B P I  1 0 0 0 2

1 6 4 8  L O X  8 2 9 0

1 6 5 0  J 5 R  S C H A N G E

1 0 0 9  L O V  0 2 8 0

1 0 7 9  J 5 R  V E M A N G E

1 6 8 0  1 0 4  n S I E  F i n a 1 i 5 0  t t t t t t

1 0 1 0  S T A  s D O C T I  :  O f  0 0 1 4  V a l u e s
1 7 9 0  L O A  0 2 1

1 1 1 9  % I A  L R A C T 1

1 7 2 0  1 0 4  O S O  :

1 7 3 0  5 1 6  P C O L O

1 7 4 0  1 0 4  0 2 1  :  W h i t e  s u r r o u n d

1 7 5 4  S T A  P C 0 4 1

1 7 6 0  I D A  1 1 1

1 7 7 8  O R A  G P R 1 O R

1 7 9 0  5 1 0  G P R I O R

1 7 1 0  N T S

1 8 0 0  0 0 0 0 1 4

Listing 2 - The basic driver in Assembly

1 0 1 9  . 0 1
0
T E  
0 0 0

1 E 2 8  T I V T 0  $ 4 0  I  M

1 8 3 8  . 0 0 T E  6 6 0  I  M N

1 0 4 8  . 0 0 1 0  1 1 0  ;

1 0 5 8  . 1 / 0 1 1 2  2 7 8  2 • N L I T A M

1 0 6 0  . O V T E  2 7 C

1 0 1 0  . 2 0 1 T E  1 7 6  4 1
-
4 4 4 -1 8 0 0  . 1 1 1 I T E  0 1 0

1 0 1 4  . O V I E  $ 5 C

1 1 0 0  , O V T E  S O C

1 9 1 0  , O V T E  $ 8 0

1 1 1 0  . 0 9 • 1 E  1 0 0  1   G E •

1 2 1 0  . 0 0 1 2  1 0 0  ;    •

1 1 4 0  S I T E  $ 0 0

1 1 5 0  E N D A R R

1 1 0 0  O A C K 6

1 1 7 0  . 0 0 1 1 0  1 4 6  ;  M

1 / 0 9  . 1 1 1 1 T E  0 1 1 8  M . M

1 1 2 0  . 0 1 1 E  2 1 0

2 0 0 0  T Y Y T E  4 8 8

1 0 1 0  . 8 1 7 E  2 6 4

2 0 2 0  . O T T E  S O 2  1  M  M .

1 0 3 0  . 1 1 1 1 T E  2 8 4

2 0 4 8  . O V I C  1 . 0 4

2 0 5 8  . 0 1 1 E  2 0 2  :  M . M  M .

2 0 6 8  . 1 1 0 7 E  $ 5 2  . N . M
,
a .
2 8 7 8  . 1 1 1 f I f  2 1 1

2 9 9 4  . 8
.
1 1 E  
2 0
9

2 9 / 4  . 8 1
.
T E  
2 0 7

2 1 0 0  . 0 0 1 E  5 0 6   M T h

2110  1 '

1 1 2 8  1  M I l l t r a 1 I 1 4 I 8
0 0 1 1 1 1
:
1 1 2
=
1 1 2 C I M M I

2 1 3 8  1

2 1 4 0  M C M A N 6 1

2 1 0 8  c p X  1 4 2 3 1 1 1
-
0 0 1 1  1  
• t t t t t  
' t h a
t  
2 1 .
0

1 1 0 8  6 C S  0 0 1 E 1 1  I  fl e w  s
-
c o o r d  1 52 1 7 9  L 0 0  0 2 3 0 - X 0 1
7
0  s  
w i t h i n  
I l i a  
m a i
n

1 1 0 0  J O I P  GO O M T 0 1  1  t t t t t t  a r e &

2 1 1 0  O K L E 2 T

2 2 4 0  C P 0 1  • 5 0 0
-
X 0 2 0
2 2 1 0  B C C  1 0 O N E 0 1

2 2 2 6  L O X  2 1 2 C F
-
X 0 7 72 2 3 9  6 0 1 0 0 E 0 1

1 2 4 0  5 T 0  0 0 0 O R D  1    . n  s L o o r d

2 2 5 0  S I X  P 0 5 4  1  a n d  b o t h  A N T I C
2 2 6 9  5 1 0 1  P O S 1  :  r e g .  t t t t t  1 0 4 1 1

2 2
,
9  
R
T
S

2 2 8 0

1 2 1 0  1  = M U M

2364
2 2 1 8  5
0
1 1 0 4
0 4 G E

2 .1 2 0  C P Y  0 . 1 2 0
-
V O F F  ;  
e n s u r
e  
t h a
t  
/
h a

2 2 1 0  O C S  O K U P  ;  n e w  V - c o o r d  1 2

2 1 4 8  1 1 1 0  1 1 1 2 8
-
1 0 7 7  ;  
. . t h i n  
t h e  
m a i
n

2 1 5 0  L O P  6 0 4 0 1 0 2  1  s c r e e n  a r t a

1 1 0 0  O K U P

2 2 7 6  c P i
.  
0 2 0 7
-
1 0 F 7

1 3 8 0  O c t :  1 .0 0 0 E1 1 2

2 3 1 6  ; D V  0 2 1 0 1
-
1 0 7 7
2 4 0 6  1 . 0 0 N 1 0 1

2 4 1 0  c p l i  V C O 8 R D  j  A n y  0 0 0 • 0 . e n t
- 0
2 4 1 0  o r n  D O N t  ;  O o ,  fi n i s h e d

2 4 3 0  L 0 5 1  v C O O R D  ;  R e m o v e  o l d  a r r o w

2 4 4 0  i r v o  0 0 i n g  W  a s  i n d o s

2 4 5 8  P H A  ;  P u s h  n 0 i f  v a l u e

2 4 0 0  1 0 0  0 0  ;  S O  8 *  C a n  u s e  V

2 4 7 0  L O A  u m  :  a s  d  6 9 1 0  r w i n t .

2 4 8 6  1 0 0 0 5

1 4 / 0  s l A  P r I S I O R E . $ 4 0 0 , 1 4

2 5 9 0  S T A  P M 5 T 0 R E 1 2 5 0 0 , 0

2 5 1 0  I N X

2 5 2 8  T H Y

2 5 3 0  C O Y  O F S D A R R
-
A R R O M  I  
e r a s e d  
a l l
.
?

2 5 4 0  E I N E  1 . 0 8 p s

2 5 5 0  L D X  0 0

1 5 0 0  P L O  I  9 0 1  n e w  v a l u e

2 5 1 0  r A Y  ;  d o o d  s t o r e .

2 5 8 8  S T Y  V C O O R O

2 5 9 0  1 . 0 0 0 6

2 4 0 0  1 0 A  4 0 0 0 0 . 0

2 6 1 0  S T A  P 0 5 1 0 0 E
5
2 4 0 9 . 0  ;  
p u t  
i n  
n e w

2 8 2 0  0 1 5 4  O A C K G , K
; a r r o w2 6 1 8  S T A  P H 5 T O R E I 2 5 0 4 .

0
2 6 4 0  I l r f

2 0 0 0  I N K

2 8 6 8  C P 0  1 1   A R R O W

1 0 7 8  O N E  L 0 0 0 6

2 0 0 0  D O N I I

2 0 / 0  0 1 5

1 1 0 0  I

2
7
1
0  
;  
E
I
M
M
I
1
!
I
C
E
L
I
4
I
M
I
K
1
I
M

2 7 2 0

:
I
a
a
"

27511  L O A  0 0 5 I N I  ;  M e  fi r s t  h a v e

2 7 0 0  S T A  H 0 0 0 0 T . 1  :  t o  t r a p  R e s e t

2 1 1 0  I D A  ;  a n d  r e r o u t e

2 7 8 0  S T A  M A R P I S T * 2  I  t h r o u g h  o U r

2 7 1 0  J I M
,  
1 4 0 1
1 0 2  
;  
r o
u t
i n
e  
t
o

2 0 8 6  M ARAI S T

2 8 1 0  2 1 1 1  5 E F 7 0  I  p u t  t h e  M t

1 8 2 0  1 4 6 0 1 4 2

0 0 2 0  I D A  n m o R M s T 4 2 5 %  ;  h a n d l e r  i n  t h e

7 0
,
8 1
1  
S
T
A  
v
i
a
s  
I
N
T  
;  
t
a
b
l
e  
v
a
C
h  
t
.
m
e

7 8 5 0  L D A  n m A R I V I T 1 2 5 6

2 9 6 9  5 1 4  0 0 5 I 0 I . 1

2 4 1 0  1 1 5 0  0 2 8

1 6 0 0  1 0 0 0
;2 0 9 0  1 0 0  t t t t t  i n s • r t  n e w

2 1 0 0  0 E 0  1 0 5 E 0 1  h a n d l e r  P I

2 9 1 9  I N K  ;  a t  e n d  o f  t h e
2 9 2 8  I N K  5  d e V i c 0  .
1 8 0 1 0
2 0 3 0  I N X

2 9 4 0  J P I P  L O O P

2 9 0 0  I N S E R T

2 9 4 4  1 0 0  8 1
°
1 4

101 D R I V E R

2 9 7 8  S T O  H 0 1 0 8 5 . 1 1

1 / 0 8  1 0 . 5  N O I N T I L • A 2 1 1 5

2 9 9 0  5 1 4  0 4 T 4 0 5 0 . 1 , 1 4

3 0 8 9  L O A  0 1 1 1 1 4 1 ,4 0 /2 5 6

3 6 1 0  S T A  M A 1 0 8 5
4
2 , 0
3 9 1 0  1 . 1 1 0  M E M 0 1 0 . 1  i  I f  M E N L O  h a s

3 8 3 0  C A W  0 1 4 1 1 1 4 1 1 0 /2 5 0  ;  C  t t t t t t  t o

1 0 4 8  • C S  N E M O K  1  1 0 0 8  t h e n  e n d

3 0 5 8  L D A  1 1 1 1 0 0 1 4 0 1 2 0 6  j  O f  P H  a r e a

3 0 0 9  5 1 4  1 0 1 1 1 4 0 • 1  j  t h e n  c h a n g e
.  i t
2 6 / 8  L O A  0 0  b a c h  l o  e n d  o f

; P m  a r 0 a .1 8 0 0  5 1 4  PIE0 1 4 0

2 0 1 0  m E M O K

1 1 0 8  R I S

3 1 1 0  N E W I A l l

3 1 2 8  . M O R D  O P E N
-
1  I  
1 . 7 1 . 1  
t a b l
e

1 1 3 8  . M O R D  C L 5 0 0
-
1  ;  
S P E C I A
L  
1 1 0 0
0

3 1 4 8  . M O R D  G E T  - 1  ;  m o s t  T h i n g s ,

3 1 5 0  . 0 0 1 1 0  P U T O N I T C
-
12 1 6 8  .6 1 1 0 0 1 5  6 E 1 5 1 0 1
-
1
3 1 / 0  . W O R D  S P E C I 0 L
-
13 1 8 0  J 1 4 1
,  
I N I T
3 1 1 0  1

1 2 0 0  I N I T

3 2 1 0  P I S

1 2 2 0  O P E N

3 2 3 0  1 0 0 1

2 1 4 0  P o r .

3 2 5 0  J s R  S E T U P  ;  2 0 t  u p  r r r r r

3 1 0 0  P L O

1 2 7 8  I A X

3 2 0 0  L D V  1 2 1

1 2 9 0  R 1 5

3 3 0 0  C L O S E

3 3 1 0  L O A  0 0  ;  M O h e r a r r o w

3 3 2 0  S T A  P 0 5 9  I  d i  . . 0 . 8 e d r

1 3 3 0  $ 1 0  P 0 1 1

1 1 4 0  L O Y  u t

3 3 5 0  M I S

1 1 6 0  G E T O V I E

1 1 7 0  P U T O T T E

3 3 6 0  h r i s l a t

3 3 1 0  1 0 1  1 1 1 4 0  :  C o m m a n d  0 0 t

3 4 0 0  O T S

1 i m p l e m e n t / 1 . d4 1 0  S P E C I a L
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Exciting stuff, huh? Try changing the
graphics mode in line 10, and it should
still work. Note that the pointer always
appears in front of the graphics, except in
Graphics modes 0 and 8 (and probably
Antic mode 3) where the pointer does not
appear in front of the graphics or text but
takes on the luminance of the text in the
player's colour. Try it yourself if you don't
understand that. You can normally get
around any problems by using a large
difference in luminance between fore-
ground and background. You will get a
sort of filter effect around the arrow which
can actually be quite useful.

1 4 2 1 1 .0 4  I O C E I s2 , 1 4  ;  G e t  t o m m 4 n 4 3 8 7 4 JPIP L O O P S 4 3 2 8 JM P 1 0 0 1 1 1  j  n o w  w e  a d d  o n
3 4 3 8 CMP 0 1 6  ;  M a t t

,
3 • 8 8 00C41 4 3 3 0 W A X I S 2

3 4 4 0 8 1 0  M O T E  j  n o . 3 0 3 4 t_ 4 4  T E M P I 4 1 4 8 L O A I C * X 3 , 1 1  ;  a s  n e c e 1 S a r i f .
1 4 5 0 CAW 4 1 7  I f  n o t  6 6 6 6 6 3 3 4 8 5 1 4  I C 4 1 0 , 8 4 3 5 0 CL C
3 4 6 0 I N C  C  T T T T T T  ;  t h e n  n o t  V a l i d 1 / 1 0 T A X I S 4 3 6 8 ADC U 5 3 0  x o r r
3 4 7 0 JM P P O I N T 3 9 2 0 L I lA Y C O O R D 4 3 7 4 S T A A C O O R O
3 4 0 0 M I 6 0  . O V I E  2 , 3 , 3 , 1 . 1 . 1 . 0 , 0 3 3 3 0 5 4 C U 4 4 4 - 4 0 4 4 4 3 8 8 L AY  G A M O O f
3 4
.
1 5
1

. 8 V V E  0 . 1 . 1 , 1 , 2 . 2 0 0 . 0 3 4 4 4 5 4 4  T E M P I 4 1 0 kD A  S T A B , V  ;  A  h o l d s  n o .  o f
3 5 4 4 3 4 4 8 1 4 ,  GA M O O F 4 4 8 8 1 0 0 1 .1 2
3 5 1 0 / T A R  , 8 V V E  1 . 3 . 4 , 8 . 2 . 1 . 1 , 1 3 , 8 4 I D A  S T A I I . V  ;  A  n o w  h o l d s 4 4 1 4 CAP  U S O  1  t i m e s  w e  m o s t
3 5 2 0 .1 1 VVE • . 4 . 0 , 0 , 1 , 4 , 0 , 4 3 4 7 4 1 0 0 1 1 .8 4 4 2 0 8 E 0  5 0 N E 3  I  6 5 1  t h e  4 - A X I S
1 5 3 4 3

,
1
8
4

CPA HO :  t i m e s  we  m u st 4 4 1 4 A S I  I C A 1 4 5 0 4   i n s o l e
1 5 4 0 1 imommommonwirmircar,mtam 1 3 1 8 ISFA 4 0 4 4 2  1 5 M  t h e  V  O A P S 4 4 4 0 SEC
3 5 5 4 J 4 8 8 4 L 5 4  T F M P I 4 4 5 8 S I C  U S I
3 5 6 0 NO T E 4 0 1 4 SEC 4 4 8 8 JM P 1 0 0 1 1 2
1 5 7 M T X * 4 4 7 8 S I C  1 1 1 4 4 7 0 a o m fl
1 5 8 4 P HA 4 0 3 0 A t e  1 0 0 1 1 1 1 1 44641 I D A  T C A X 5 . M  ;  a d d  o n  a s  n e c
3 5 / 8 JS R D U O I C 1 4 8 4 0 DO NE2 4 4 4 4 CL C
3 6 4 4 P I A a l s e L O A S E P I P I 4 5 8 8 Al IC 0 1 2 0  v o r r
7 6 1 8 I A N 4 0 6 0 ST A T C 4 A 5

j
M

4 1 5 1 0 ST A T E M P I
3 6 2 0 I D A  1 4 CO O RD p  c o n v e r t  t h e  P M 4 8 7 4 I D V  1 0 5 1 4 1 1 1 4 T PA I  fi n a i l i f  4 4 4 4
3 6 3 4 s r c  I  T  i n a t e s  1 0 4 0 6 0 RF S 4 4 3 4 Pma ;  P a l

o
s  a n d  
4 4 m P

3 6 4 0 S I C  4 1 1 3 0
-
1 0 A F  
I  
g (
.  
m o
d e  
O
n
e
s

4 3 4 8 I D A  N e 0 0 4 4  z  t o  t h e  n a v e
3 6 5 8 S T A T E M P I  t n o w  8

-
1 5 5 )

41108 1..14101.111112
1
11E/ 
T e m n o m
a i n e n c
o m m

4 5 5 0 )1 4  N C O A N G E  I  T T T T T  4 4 1 4 8 8 .
16450 L O A % R H O D E 4 1 1 ! 4 4 6 8 L O T  T E M P I
3 6 7 4 CAP  U S !  2  M o d e  6  i s  s p o t 4 1 2 0 P O I N T 4 5 7 0 .1511 / C H A N G E
3 6 6 0 I R E  N O 1 0  ;  -

i a l  ( n o  
T T T T )

4 1 3 4 LIT6  GRI4 0 1 5 4 4 4 8 8 P I A
11610 1 4 4  4 4 4 4 1 4 8 CHIP 4 4 4 4 5 4 0 T AX
3 7 8 0 MS( T E M P I 4 1 5 0 O NE N O M 0 0 8 4 4 4 8 L O T  4 4 1
4 7 1 4 4 4 C 4 4 4 4 1 8 4 I S A  I C A M 4 , H  .  m o d e  4 :  d i V i d e 4 6 1 6 I T S
3 7 4 4 5 4 4  4 C 4 4 4 , 4  h i g h  x  4 4 4 4 4 1 7 4 NO R I C A N X , X  :  b W  2  fi r s t , 4 6 1 8
1 7 3 0 I D A  T E M P I 4 1 4 8 I D A  I C A X 3 , 1 4 4 6 3 0 , 1 :1 1 WELI NCI I I 6 / 1 1 0 1 :1 1 1 1 M
3 7 4 0 1

,
7
4  
I
C
A
M
J
,
K  
4
0
4  
X  
T
r
O
t
e

4 1 5 0 CCC 4 6 4 8
1 7 5 4 JEN v a M I S 4 2 0 6 ADC 1 1 1 3 4 1 -X O P F  :  a d d  o n  a s  n e t . 4 6 5 8 SIC0 4 4 1 0  ; B Y T E  4
1 7 6 4 NO T E 42111 S f o  M UT I O RD 4 6 6 8 WCO O RD . O V I E  •
3 7 7 8 LO A 0 5 0 4 2 2 0 JM P V A M T S 2 4 6 7 0 D E U I C t . *
3 7 4 6 ST A IC4 1 4 4 0 4 1 4 2 3 4 NO M ADS 4 6 8 0 •

,
1
4
8
1
%
0

3 7 7 8 L O T  6 A M O D E 4 1 4 8 T AT  j  V  h o l d s  G A M o d e 4 6 3 e .6140110 0 E 1 4 1 0
CROM LO A A T A I S , V  :  A  N o w  h o l d s 4 2 4 8 I D A  I S T A I S , V  ;  A  h o l d s  n o .  o f 4 7 8 6 a

,
R
U
0
0
0

s a la L o o n / 4 4 6 4 1 4 0 4 .1 1 4 7 1 0 . WO RD C l O n N O
1 4 2 8 CMP u 6  t i m e s  w e  m u s t 4270 cpap U 0  W O  M i s t 4 7 2 0 4 .0240121
1 6 3 8 O tA 0 K 5 5  ;  1 5 8  t h e  X  a f fi S 4 2 0 0 CEO V A X I S 2  4 5 1 .  t h e  a  c o

-3 8 4 4 I S O 4 2 5 0 ASL  I C 8 ) 4 3 . 3  :  o r d i n a l , .

3 8 5 6 S IC 4 3 8 4 SEC

3 4 4 4 4 4 C a i 4 1 1 .0 S I C  1 1 1 •

HO W  I T  WORKS

If you're one of those people who'd rather
not know, then skip this section. For the
rest of us, I shall attempt to explain how I
did things and why.

THE CORLASM PROGRAM:
The first instruction in this code is a RTS,
which might seem as if I'm going about
things the wrong way, but as you may
have guessed L use SpartaDOS and one of
the things it does is lumps to the first byte

of the code as well as jumping to the run
address. So the RTS just avoids any nasties
happening. For non-Sparta users, this has
no effect.
The first module from lines 1360 to
1800 sets up the display and clear the
Player/Missile ("P/M") area on on OPEN
command, and as this is the most basic
routine I put it first.
The next few lines 1800 to 2100 contain

the data for the arrow. the first set of bytes
is for the foreground of the arrow and the
second set is for the border. Having ci two-
colour arrow means it never becomes in-
visible.
Lines 2140 to 2270 are called when any
part of the program wants to change the X
co-ordinate of the arrow. POINT does this
and so does each driver when you move
whichever device you are using. The X
co-ordinate contained in the X register is
checked to make sure it is on the main
screen area. XOFT is a constant declared at
the top of the program and is used to
determine which point across the stripe to
take as 0, for example if you had a cros-
shair cursor the point to calculate from
would be somewhere in the middle of the
stripe, i.e. 3 or 4. More of this later.
Lines 2280 to 2700 do the some for the Y

axis. As many people are aware, a player/
missile does not have a y co-ordinate, it
extends right from the top to the bottom of
the screen in one continuous stripe. There-
fore to plot in the Y axis we move the
arrow up and down in that stripe. First we
erase the arrow from players 0 and 1 and
replace them in their proper positions.
When calling this and the XCHANGE
routine, the co-ordinates are not the stan-
dard graphics mode co-ordinates but the
player/missile co-ordinate system.
Lines 2700 to 3210 are called whenever
a Reset occurs or when the program is first
loaded. The Reset handler (DOSVEC) is re-
routed through the routine and then the
M: table is placed in the CIO handler table
(HATABS). Then MEMLO is checked and if
It is found to be less than the end of the
program, it is replaced with the address of
the end of the program. If MEW.° is grea-
ter than the address of the end of the
program it is left be, as there may be other
utilities further up in memory than this
driver, for example a keyboard buffer
driver.
Lines 3220 to 3290 handle an OPEN
command, most of which actually occurs
in SETUP. Note that the X register is saved

continued overleaf
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C
5

5 5 0 0 STA MEOW
5411.

; mmirommitmcmnwe58111
5 5 1 0
3 5 2 8 COX OLD S  A n y  d i  f f f f f  nte l

,5E120 1 5 5 3 8 CPX N E W
5 4 1 0 5 5 4 0 DEO T R Y 1
se4e IMEMICEMIE 5 5 5 0 LDA T A B L E I i g
5858 5 5 6 0 GNP TIEWW W o r k  O u t  l e f t  g r
5 0 6 0 %V ICKI z  1 1 0 2 4 4  N e e d  S p e e d ' 5 5 7 8 ONE R I G H T  r A .  g h t
5 0 7 0 S TRIG1  .  6 4 5 5 5 8 8 LDN oc oOR O
5 0 0 4 5 5 9 8 DEN
5 0 9 0 Le a v e  t h e  f o l l o w i n o  6  1 ( 1 1 0 5 5 6 0 8 s lA  X CHANGE

: o f  e q u a t e S  o u t  i f  y o u  i n t e n d  t e 5 6 1 e J141. T R 1 1
5 1 1 0 : a p p e n d  t h i S  a t  t h e  5 0 U r c o  s t a g e . 5 6 2 0 NIGHT
5 1 2 • 5 6 1 8 LPX TICOORD
5 1 3 0 NCHANGE. 4 2 0 6 6 5 6 4 4 INN
5 1 4 0 1CMAITGE. 5 2 1 1 7 , 5 6 5 0 J$11 XClOANGE
51511 MCOORD =  5 1 2 1 0 5 6 6 , TOM

,S ta g VCOORD .  M COORD
1
1
,

56711 LOT OLD )
, ;  
A n
y  
d
i  
n n
n n
n n
n n
n

5 1 7 0 TEMPI m  S p 5 5 6 8 8 CP1 N E WT
5 1 0 0 Ow1C0 OOOOO 5 6 1 0 0E 4 T R I G
0 1 9 0 5 7 0 0 LDA T  , 2
1 2 0 0 ; T h e  r e S t  o f  t h e  c o d e  BOTM 0 7 1 0 CHIP N E WT ;  w o r k  O u t  U P  o r  dOWn
5 2 1 0 : n e t h o d S  u s e .  s e  / N W  I t  I N / I T 5 7 2 0 ELME DOWN
5 2 2 0 5 7 3 8 LOT Y COORD
02410 PROGRAM 57411 Dee
5 2 1 0 LOA S T I C K . '  G e t  O u r  i n i t i a l 5 7 6 8 DEY
5 2 5 0 LSR A  1  v o l t i e  t o  c o n P a r e 5 7 6 8 J5R VCMANGE
5 2 6 0 LS11 A  ;  w i t h 5 7 7 0 -IMP T R I G
5210 L5R A 5 7 5 0 DOWN
5 2 8 0 LSR A 5 7 1 0 1 DV  Y O O O O D
5 2 1 4 STA TE M P I  I  S p l i t  i n t o  M  A n d  5

,
5 0 0 0 10

.
1
.

11204 AND n $ 0 1  ( W e  O n l y  u s e  b i t s  4 5 0 1 0 INV
5 3 1 8 STA OLOX  ;  e n d  I  f o r  e a c h ) 5 4 7 2 JSR TCHONGE
5 1 7 8 IDA T E M P I  ;  ( S e e  b e l o w ) 5 0 1 0 TRIG
63111 AID N S OC 5 8 4 8 LOA :SEWN I  C IS OA IC  v a l u e s  r e e d y
5 3 4 0 LSR 5 8 5 0 5TA OLD ) ! ;  f o r  n e X t  t i m e
5 3 5 0 LSR A SOSO ID A  NE WT
5 1 5 8 ST A D I D

.

. .

5 0 7 . STO 0 1 1 /1
5 1 7 0 mAINLOOP 11050 10411 S T R I G 1  j  C h e c k  fi r e  n n n n n n
5 3 8 8 LDA 5 T I C K I  :  fi r e t  s e p a r a t e  t h e 110S0 ONE O K I
5194 L$4 A  n e w  i n p u t  i n t o  A t l i 5 9 4 4 111

-
5 
;  
a
t  
i
g
a
g
t
.

5.400 L5R A  M  p a r t  ( b i t s  0  a n d $1.10 O K I
5 4 1 8 154 A 5 5 2 0 JMP M OIN LOOP
5 4 2 4 LSR A 5134 :
5 4 1 0 STA TE M P I 5 1 4 0 OLOX Aveye
5 4 4 0 AND M I O S 59S 4 OLD1 . O V I E
5 4 5 8 STA MEMO 5 9 6 4 NEMO : 5 1 T E  0
5 4 6 0 LDa T E M P t — . e n d  • t S  V  P e r t 5 9 1 0 N E W . O V T E  •
5 4 / 4 eleD 1110C 1  I b l t S  1  A n d  3 1 5 5 0 0 TOOLE1 . • V T E  1 . 3 , 0 . 2
5 4 5 4 (.SR A
5 4 1 0 LSR A •

NC

C
U
VA

WI

fl

L i

r l

REM s ua m r ( r a nnna lnus lor o l is l ti l i ts tnn
in iz tr r i r tim ul

2 R E M  M  m U l l 1
-
M O U 5 ES R E M  N  b V  S i n o n  T r o w

4 R E M  11 L i S t i n g  z  1 5

5 R E M  I t  M O U S E A D S S  HAM E R

6 R E M  111

7 R E M  U  NE W A TA A T U S E R  r r r r r r r  v / 0  n

8 R E M  Wilur r itnnnssurnsunnnnnsuunnutninlinlani

1110 9  RE M

DM I S O  OP E N 1 4 1 , 4 . 2 ,
-
D
7
M O U S E . O B J
.

XV 1 1 0  RE S TORE  i P 1 M  H E 1 ( 5 ( 3 2 ) . 4 5 ( 2 )

EX 1 2 0  RE AD M E X S

LA I S O  F O R  N TLI T O  LE N C N E X S 1
-
1  S T E P  205-

M
E
N
S
( 1
1 .
0
1 /
1
1

I F  A S =
. .
X M
.
'  
T H
E N  
C
L
O
S
E  
M
I
;
E
M
O

PUT N i . ( A S C  ( AS )  - 7 1 1 ( 4 5 /"e "• ) -
4 0 2
1 1
1 • 0
1

tescr ess212-7* (Asces)"e"s
-
iss

ID  1 7 0  NE X T N

M5 1 0 2  GOTO 1 2 0

MA ZOO D A TA  e f F F I F 7 2 4 0 2 2 4 D O 0 D S 4 A
4 0 4
A
4 4 4 5
GM 7 1 8  D A TA  F S Z I 0 3 0 0 A 6 2 2 A te 5 2 I 0 C 4 A 4 A 5 0 0 7

OP Z 7 4  D A TA  2 2 4 D O O D S 4 A 4 4 4 4 4 4 8 5 7 5 2 9 0
3 8 0 4 8
BT 7 . 1 0  D A TA  2 2 O 5 F 5 7 9 8 C 4 7 . 4 4 6 0 6 / 2 2 4 E 4 6
2 2
E CEV 2 4 0  D A T A  A 8 2 2 F  r r r r r  A k t Z C O O S 2 Z P O O O A rl k

CE 7 5 8  D o l e  2 2 C A 2 0 6 6 2 0 4 C 5 E 2 Z A F
1 0 7 2 ( 6 2 0 6 6
OF 7 6 0  D A TA  2BACA722CCAS 22  r r r r r r  AA22CDA1

MD I P A  D A TA  Z 2 D 0 0 0 A C I E 7 2 0 5 8 8 2 0 7 1
,
2 0 4 C
9 1 2 2
MO 7 8 0  D A TA  A C 1 E 2 7 C 0 C 0 7 0 7 1
.
2 0 0 0 4 8 2 2 0 1 )
4 6 2 7
Cil 7 / 0  D o r a  A D A / 7 2 8 0 0 7 7 2 A D 0 5 0 2
0 0 0 1 6 0 4
C
1 6
CT S i l o  D A TA  7 7 0 0 8 6 8 6 0 0 6 1 0 1 0 0 0 2 o m

Listings 3 and 4
The Mouse Driver

Above in Basic
Right in  Assembler.

as this is the index as to what IOCB is
being used.
Lines 3300 to 3350 handle the CLOSE
procedure. The players are taken off the
visible screen. This is the ONLY time their
positions are changed external to
XCHANGE and YCHANGE and this is only
because the co-ordinates don't matter after
that.
Lines  3360 t o 3400 handle all the non-
implemented functions.
Lines 3410 to 3470 handle a SPECIAL
command and determine if it is a NOTE or
POINT in which case the relevant routine
is called, or some other function, in which
case the 'not-implemented' routine is
called.
Lines 3480 to 3520 contain a table for
each axis which is how many times a
player/missile co-ordinate must be divided
to be in the correct scale for a screen
co-ordinate, The first number is for
Graphics 0, the second Graphics I  and so
on.
Lines  3530 t o 4090 handle a NOTE. The
individual driver is called and then the
co-ordinates are manipulated by subtrac-
tion and division to make them into
graphics screen co-ordinates. The division
is accomplished by a rotate right which
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divides by 2, this being repeated the num-
ber of times specified in the tables.
Lines 4090 to 4610 handle the POINT com-
mand which is virtually the reverse of the
NOTE command.

The rest of the program handles DOS code
for MEMLO, and the run address of the
code, plus the two bytes used to store the
arrow's co-ordinates.

THE DEVICES

Phew! Instead of going through each driv-
er, I will give a brief outline of how each
device returns values. See also the dia-
grams which might make it a bit clearer.

J O Y S TI CK :  This returns values in a
4-bit form, one bit corresponding each to
up, down, left and right. All that is neces-
sary is to check for each bit and move as
appropriate.

T R A K B A L L :  Again this returns a 4-bit
value but in a different form. Two of the
bits indicate whether the ball is travelling
up or down, left or right by setting or
resetting the bit as appropriate. The other

two bits CHANGE when vertical or hori-
zontal movement is encountered_ There-
fore we must store the old value und check
it with the new one. We must do this at
least twice, else the user will never get a
chance to move if  he keeps is finger on the
fire button.

ST MO U S E :  A couple of other drivers
are available for an ST mouse but none of
them have compatibility with any other
devices you use, so your non-mousing
friends can't use your wonderful programs.
Anyway, this driver is easier to customise
because you have the source code!
A mouse works in a similar fashion to a

trakball, for each axis there are two bits.
These bits change as the ball is moved
along that axis in the following way:

00
01
11
10
00
01

OR 0 0
10
11
01
00
10

etc. depending on which way you are
going.



CS 1  R I M

XC 2  D e i n  8

SU  3  R E M  M

MA 4  R E M  A

PP 5  ( E N  l e

SK 6  RE M  N

5 8 0 6 5 4 0 0 I D A  T E M P I

; I l E rrE T - 1 1 1 1 1
7
1 I T E T T I
.
M I L N

5 8 1 0 5 4 1 0 AND 1 1 5 0 4

5 8 2 8 5 4 2 0 8E 0 U PI
5 5 1 5 5 4 3 0 L O Y Y C O O R D ( h i n g e  d u e t .

5 8 4 8 ; M E / H i g l E = 5 4 4 6 I N V

5 6 5 0 1 5 4 5 6 I N V

5 0 6 6 5 T I C K 1  z  * D I O R  ;  N e e d  s p e e d ! 5 4 6 0 JS R  V C  r r r r r

5 8 7 8 S T R I G 1  z  6 4 5 5 4 7 6 JM P M O R I /

5 8 8 • 5 4 0 0 UP

5 8 1 .8 3 OOOOO t h e  f e l i o n i n i p  6  i s n D s 5 4 1 6 LOW v C 0 0 8 6  ; C h a n g e
,  
U P5 1 8 0 o f  e q u a t e s  o u t  i f  w o n  i n t e n d  t o 5 5 0 8 8 E ?

5 1 1 0 1 a P P e n d  t h i s  a t  t h e  OOOOOO s t a g e . 5 5 1 6 DE V

5 1 2 0 5 5 2 0 J S R  Y C  r r r r r

5 1 3 0 X C H A N GE z  $ 2 8 E 5 5 5 3 8 M O R I Z

5140 voranGE. Szver 5 5 4 6 I D A  T E M P I

5 1 5 0 arOORD .  $ 2 2 1 0 5 5 5 0 EOR OLP V S
I .5 1 0 0 TC001110 .  X C OOR D .1 5 5 5 0 AMP 0 5 0 2  : Re c h i n i v i i  1 0 1 1  O r

5 1 7 0 TEMPI S S F S 5 5 7 0 6 E 0  T R I G  ; r i g h t  ( b i t  A l

5 1 8 • * .TC OOm be l 5 5 8 0 ID A  TE M P I  ; go c h e c k  t r i g g e r

5 1 1 8 5 5 5 0 AND A S O 1

5 2 • 0 : 5 6 8 0 6 2 0  L E F T

5 7 1 0 ; T h e  r e a t  o f  t h e  c o d e  B O T H 5 5 1 8 LDX X COORD , E r i g h t

5 2 2 6 , m e t h o d s  u s e ,  s e  T Y P E  I T  I N ' ! ! 5 6 2 8 IN N

5 2 3 8 P RO 6 RAM 5 0 3 0 JSR NCIONIGE

5 2 4 8 ID A  S TIGM A  1   i s  t i m e s . 5 6 4 0 IMP T R I G

5 1 5 8 L SO  6  ;  S t o r e  t h e  r r r r r r 5 6 5 • L E F T

5 2 5 0 i g o  A  v a l u e  s o  w e  d o n ' t 5 6 6 8 1 DX  H C O O R D  : c h e n g e l  l e f t

5 2 7 0 1141 A  g o  w h i z z i n g  p e r  I f s 5 6 7 8 DEM

5 2 8 0 L I N  A  ;  4 0 8 8  0 1 P O C t i o n 5 0 0 0

5 2 1 0 STA OtOU A L M IP S 1 0 /G

5 3 8 8 MATOLOOP 0 7 8 8 LOA T E M P I  j 11.0641 T h i s  v a l u e

DIID Le a  s r l e e s  ;  g e t  n o w  v a l u e 8 7 1 0 STO OOOOOO TO C h e t *  n e l f t  t i e *

5 4 2 0 L S *  A 0 7 7 0 LOA S I R 1 G 1

5 1 1 8 I S M  A 11730 O NE O ( M

5 3 4 0 L S R A 5 7 4 8 * T S  ; M e re  t i e l e a .

5 3 5 6 L S R 6 5 7 5 0 O KS

5 3 6 1 5 T 4  T E M P I 5 7 6 0 JM P  M A I N L O O F

5 1 7 0 T O R 0 1 0 0 0 1  ;  I f  n o  U p s  o r  d o w n s 11778

5 3 6 2 AND A 5 6  I  I b i t  3  n o  c 5 7 8 0 OLDuAL . O V I r e

5 3 5 e 6 2 0  M O R I Z  ;  g o  t r y  h o r i z o n t a l * •

M ULTI- M OUS E

b y  S i m o n  T r e y

L i s t i n g  S

& & & & & &  1 1 .1 1 BJ M A K E R

LT 7  R E M  N  N I A  A T A R I  U S E R

CZ 6  R E M  n a n m m m  V I Z A T A I T T U S I S U I

MO R E M

KR 2 0  a t m  e  T P 4 0 1 1 1 0 1 _ 1 . 0 8 3  M A K E R  N

CI  1 0 0  O P E N  1 1 1 . 0 . 6 . 0 , 7

KW 1 1 0  R E S T O R E  s D I N  1 1 2 1 4 $ 4 3 2 1 , 0 0 4 2 1

EX  1 2 0  R E A D  M E K 5

I R  1 3 6  F O R  A w l .  T O  L E N I M E N S I - 1  S T E P  2

MT 1 4 0  AS .111111111,0+11

AM 1 1 1 0  I f  A S . . " X X
. .  T H E N  
C L O S E  
0 1 1 : E
N D

CO 1 6 6  P U T  1 0 1 , 4 A S C 4 1 6 5 3
-
7 . 1 0 5 )
.
6
. .
1
-
4 8 ) 1 4 1 4 i

T A S C 4 0 $ 1 2 ) 1 1 - 7 A T A S 1 2 1 ) . 8
.
. 3 - 4 1 1 lI D  1 7 8  N E X T  *

prs 1 8 6  C O T O  1 2 8

OR 2 0 8  D A T A  r r r r r r  2 2 6 8 2 Z A D 0 0 0 3 4 4 4 4 4 0 4 A 6 0

PH 2 1 8  D A T A  6 4 . 2 2 A 0 6 6 0 1 4 4 1 4 4 4 A 4 4 6 5 , 6 4 1 . 0 6 2 2

KW 2 2 0  • 0 T O  111110f011005F52 OOOOOOOO C IE TIC S

Da 220 DATA ceze1r2e4c5mAc1ez711arize7r
YO 2 4 4  D A T A  2 1 1 0 5 F 5 4 0 6 0 2 2 2 5 0 2 F 8 1 7 4 5 F 5 2 6 6 1

SS 2 5 6  D A T A   1 0 2 2 E 0 7 0 6 6 2 0 4 C 7 2 2 2 4 E 1 D

DC 260 DATA 22cAze48zeA5r1eDenz2ADasezve
WI  2 7 0  D A T A  O O O O O  C2 5 2 2 0 8 X X

•

Listings 5 and 6
The Trackball Driver

Above in Basic
Right in Assembler

Only one bit changes at a time and this
can be difficult to process because the
order is not true binary. This is called a *
grey code (oohl) and avoids an error when
both bits should change but don't quite
make it together. To read this sequence,
we have a table of 4 elements, which is the
correct sequence for one direction.

T O UCH T A B L E T :  This is an ana-
logue device and returns a value between
0 and 228 for each axis, although I only
use 160 (x) and 192 (y) values and cut off
the others which means your stylus or
finger is not right up against the tablet
edge. The x axis runs 0 to 228 left to right
and the y axis runs 228 to 0 top to bottom,
so this value must be inverted. The three
fire buttons each return a bit in STICK(1)
(for port 2) but if you don't want to check
which button is pressed you can just see if
the value is 15 (none pressed) or not 15
(any pressed).

CUS TOMI S I NG

THE P ROGRAM

One of the main reasons I wrote this
program is because I found it so cryptic
going through a mouse device driver
trying to find out how it worked. I started
from scratch, I didn't even know how a

trakball or mouse worked. There's not
much point in having a program that
only does what one person wants it to do
so I have tried to make it as easy as
possible to change it. Remember, if you
make the code any longer you will not be
able to assemble the individual drivers
separately as the equates will be wrong.
Many of the changes you can make in the
BASIC listing - those that don't change the
length of the code. See the REM statements
In the Basic COREBAS program.

CHANG I NG  THE  SHAPE OF THE
ARROW: Change the bytes between
ARROW and ENDARR. If you want you
can have less or more bytes but make sure
there is the same number of bytes after
BACKG. If your new shape does not have
its reference position at the top left you
will have to change XOFT and YOFT, or
the indicated numbers if using Basic. In
Basic you must keep the arrow to the same
number of bytes, thus if your shape is only
5 bytes high pad out the rest with Us. See
the diagram for more details.

CHANGI NG THE  ADDRESS OF THE
PROGRAM: This can be done in the
Assembler code by changing PMSTORE in
line 1230 of the program. The program
takes up 2K from addresses PMSTORE to
PMSTORE47FT and MEMO is set at
PMSTORE4800. You may make MEMLO

higher in either Basic or Assembler if you
wish, thus protecting memory for your
own use. Eventually I shall produce a re-
locatable version.

ADDI NG  A NE W DEVI CE HANDLER:  It
you have a device other than those I have
written drivers for, say a light pen or a
keyboard (I didn't include this as I can't
imagine anyone without a joystick) you
may want to write your own. Here's how
to go about it:

a) You may use the XCOORD and
YCOORD variables to find out the posi-
tion of the arrow.

b) To set the position of the arrow, load X
with the P/M co-ordinate and call
XCHANGE for the X axis, or load Y and
call YCHANGE for the Y-AXIS. You may
move the arrow to any point and need
not check that the co-ordinates are
within the main screen area.

c) You may use the variable TEMPI (ST5)
if you need zero-page storage, but don't
expect it to keep its value between sub-
routines.

d) Your routine should end in RTS when
the user has signified end of input (e.g.
pressed a trigger Or key).

e) The last byte of your code should not
extend past PMSTORE+52FF. You have
about 220 bytes to contain your driver,

continued overleaf
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CS 1  R E M

XC 2  R E M  n

SU 3  R E M  1 1

144 4  R E M  4

EU 5  R E M  N

SN 6  R E M  N

S 0 8 8 55111 NO R P A D U A &
i

; M I L E M I E M M E M I L E5 0 1 0 5 5 2 0 O t Y

5 0 2 0 1553M I N C  L O O P I I
;
;5 8 1 8 5 5 4 8 L DA P a D V A L

Sole ; SEAREILIMIE S 5 5 8 5 T A O L D M

5 0 5 8 ;
5 5 6 8 AM A ;  S a v o a V a l u e

5 8 6 0 =P 0 0 0 1 2  8 2 6 5 5 7 8 L O Y 8 1 1 4  ;  N o . r e a d  V - A M i S

5 8 7 0 P A D D L S  .  6 2 7 55841 L O A N O
5 $ 1 8 S T &  P a D U A L5 0 8 8 S T I C K !  .  6 3 3

5 0 5
,
8

j
5 6 0 8 S T A A5 0 7 1 5 1 4 4

5 4 8 4 ; U M W ,  t h e  r e n e w i n g  5  l i n e s
5 6 1 0 LOOPS

5 1 1 8 ; o f  O O O O O O O  o u t  i f  Y O U  i
5 6  2 4 S E T

5 1 2 8 ; a p p e n d  t h i s  a t  t h e  S o u r c e  s t a g e .
5 E 3 8 CL C

5 1 3 8 ; 5 6 4 8 L O A O O O O O  3

5 1 4 8 N c H a tic a .  6 2 , 6 6 5 6 5 0 FOR 5 2 5 5

5 1 5 8 4cmoN6E . S T I F F 5 6 6 8 S S C N I S

5 1 6 8 MC0 0 1 1 8  =  4 2 2 1 .
56711 ADC P A D V A L

5 1 7 0 VCO O RD =  M C0 0 1 1 0 4 1
5 4 8 8 S T A P A D U O L

5 1 8 0 m , V C O O R D  4
1

5 6 5 8 L O A P A D V A L S I
5 7 0 0 ADC 4 05 1 1 0 ;

5 2 0 0 ; T h e  r e s t  o f  T h e  C e d e  B OTH 5 7 1 0 S I A   P 4 8 8 4 1 0 1

5 2 1 0 ; M e  OOOOO u s e ,  s o  T Y P E  I T  I I ! ! '
5 7 2 4 JS A  W A I T

5 2 2 8 ; 5 7 3 5 cP 4 4 0

5 2 3 0 ;
5 7 4 0 I N C  L O O P 8

5 2 4 8 P RO GRAM 5 7 5 8 L O T  N Z
5 4 8 8 L O O P1 Z5 2 5 e M AT T UO DO

5 2 6 8 L a e  S T I C N I  I  C h e c k  f o r  t r i g g e r
5 7 7 8 CL C

5 2 7 1 CMP 6 1 5  ;  f a l l  O O O O O  r e - S i f t e r
5 7 0 0 I S N  P A D V A L 4 1

5 2 8 1 5 E 0  O O O O O O  ;  i n  S T I C K ' )
5 7 0 8 NO R P A D U A L

5 2 1 0 RT S
5 8 8 6 D I Y

5 1 1 8 8 8 0 T R I C 5 8 1 8 ONE L O O P ' ?

5 1 1 8 LOA N O 5 8 2 8 4 5 4  P OD 4 4 4

5 3 2 e S T A P A D V A L  j  C l e a r  P  4 4 l e
5 5 3 8 S T Y  D I D Y
5 8 4 S J S R  V C O O N GE5 3 3 8 S T A P A D V I S L E I  ; 54154 PLO5 3 4 8 L O Y # 4

5 3 5 8 L O O PS 5 8 6 8 TOM

5 3 6 8 .DE V  M  6 K 1 5, $ 8 7 0 J501 M C O6 0 6 4

5 3 7 8 CL C 5 5 8 8 JM P  M A I N L O O P
5 0 1 0 t5 3 5 0

5 3 5 8
LOA P A D U A ; J  A l t  4  r e 6 e i n e 8
ADC 0 4 0 0 1 2

51841 1 M I N E M E M  4211154,14

5 4 8 0 I T S  P 0 DV 4 4 1
5 0 1 0 ;

5 4 1 8 1 D4  0 5 0 7 1 5 1 .4 1
5 5 2 8 W a t t

8 4 2 8 ADC I l le I  a d d  t o  t h e
LOX i t t e r

5 4 3 8 s T a  p  OOOOOOO
5 5 4 0 1 0 0 A 1 8

5 4 4 8 ESP U N I T
5 1 5 0 DF X

5 4 5 * CP Y  S1 0
5 5 6 0 ONE L O O P I S

5 4 6 8 O NE L O O P S
8 1 7 8 RT S

5 4 7 0 404  6 2  ;  ( L 5 R  T W I C E )
5 1 8 8 I

5 4 8 e L O O P L 1
5 1 5 0 P617141 . 4 0 0 0  4
6 8 8 0 414144 . 8 8 T E  8

11458
5 5 8 8

CL C i v -1
1511 O O O O O  L a l  ;  1 . 1 1 E 1 8  4 8  4

a m a Le v  .1 1 4 TE  8

M U L T E -M O U S E

b i r S i m o n  T r i g

L i S t i n e  4

TOO4.CT4811J HOWE R I I

14

L T  7  R E M  U  N C H  A T A R E  U S E R  f e 4 r u a r v  0 8  1 1

CZ  •  R E M  INUSINNIN# 1 3 3 # 1 1 Nn u s

NO 9  REPO

PO 1 8 0  O P E N  1 4 1 , 8 0 • , 8 3 T * O L E 1 . 0 0 J
.
MY 1 1 8  RE S TORE  1 8 1 4  O E M 5 ( 1 1 1 , 4 5 ( 2 1

EN 5 2 8  RE AD N E N T

L P 1 1 8  F O R  1 1 . 1  T O  L E N 1 M E M 6 1 - 1  S T E P  2

MT 1 4 8  4 4
- ,  
N  ,
8 1 4
1 /

AM 1 5 0  I F  4 5 M N "  T H E N  C L O S E  4 1 E 1 4 0

C l  4 1 4 8  P U T  1 1 1 , C A S C 1 4 4 1 - 7 e ( 1 1 5 ) . . . )
-
4 4 ) 4 1 1 6 +C A S e t 5 t 1 2 1 1 - 7 * C A S E 2 1 )

-
5 " 1 - 4 6 1I D  1 7 8  N E X T

MS 1 8 8  C OTO 1 2 4

E H  T O O  D a l a  P r F f 1 1
.
2 2 4 C 2 2 4 0 7 5 8 2 C  
O O O O O
O  
1 6 8

AS 2 1 8  O a t e  O O O O O  0 0 9 2 2 8 0 A4 2 2  OOOOO 5 1 6 4 D A /

IJC 2 2 4  D A T 6  2 2 4 8 7 2  OOOOOO 2 2 4 0 4 4 2 2  OOOOOOOO

OM 2 3 8  D A T A  2 2 2 0 0 1 1 2 2 C 0 8 8 8 0 E 6 0 8 4 2 1 8 4 0 5 5 7 7

8 8  2 4 8  D A T A  6 E 4 S 2  OOOOOO 6 4 0 A / 2 2 8 0 4 8 2 7 4 6 A M

J5  2 5 0  D a v a  O O O O O O O  1 5 1 1 0 7 7 8 4 .4 4 2 2 5 5 1 8 A8 7 1 8 2

MU 2 6 0  D A T A  O O O O O O O  f 8 8 8 / 2 7 8 0 4 0 2 7 4 D A 8 2 / 6 0

o U 2 7 0  D A T A  O O O O O O  2 2 2 0 4 3 2 2 C0 1 1 8 D6 F 2 A8 8 2 1 8

RE 7 8 0  D A T A  4 E 4 4 7 7 5 E 4 0 2 2  OOOOOO o c6 1 2 2 0 C 4 C

UV 2 5 8  D A Y S  2 2 2 0 7 F  2 8 4 8 A A 7 8 4 8 2 6 4 C 1 , 1 2 0 2 f f

NA 3 8 0  D A T A  C a l m a r  OOOOOOOOOOO XM

•

Listings 7 and 8
The Touch Tablet Driver

Above in Basic
Right in Assembler

Mult i -Mouse
Mine range from 78 to about 170 bytes. If
you have to use more space, change the 3
in line 1480 to 4 and you have an extra
256 bytes, but using any of the missiles
will corrupt your driver.

CHANGI NG THE  COLOURS: You may
change the colours whilst using the driver
by POKEing to 704 and 705. To change the
default colours, change the values on lines
1720 and 1740 (Assembler) or those indi-
cated in the Basic code. The formula is as
usual:

16•Colour+Brightness

ADDI NG  ADDI TI O NAL CIO FUNC-
TIONS: To add GETBYTE PUTBYTE or GET-
STATus functions, write your own code
and erase the label from lines 3360 to
3380. You may find which IOCB to use in
the X register ($00=IOCBO. S10.10031,
$20=10CB2 etc), which command to use in
address 1003+2,X and you should not cor-
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rupt the X register. The Y register should
hold the status of the command on exit;
1-success, 128-break abort, 146- com-
mand not implemented and so on. If you
want commands that are specific to each
driver, e.g. checking fire buttons,
then separate assembly of the code is not
possible without indirect jumps through
temporary locations (ugh!) and because of
this I hove not implemented these, admit-
tedly simple, functions.

If you want any help on writing a new
driver or modifying mine, feel free to write.
Or send a disk for all source and object
code. I will be glad to supply a bootstrap-
ping tape plus the four drivers on receipt
of a tape. Please send an SAL though.

S i m o n  T r e w
3 2 2  Y or k  R o a d
S t e v e na ge
He r t s
SG1 4 H W •

Right -

the Joystick
driver

1



1111111 11111r

1 8 0 8 1 3 1 0 O K I
1 4 1 0 OP71EIPMEMEISI0!AIMIE111 1 3 4 4 1 0 4 1E1401
1 8 2 9 1 3 5 0 AND 11552  I C b 0 c4  b t t  I  I d o w n 1
1 9 3 0 ; 1 3 8 0 O NE O K I
1 8 4 0 1 = M E C U M = 1 3 7 0 L P Y Y CO O RD

1 8 5 0 1 2 0 0 I N T
1 8 4 8 S T I C a l  z  b 1 3 1 3 / 0 I N ?
1 0 7 4 S TR IGI  n  6 4 5 1 4 0 8 JSR Y C M A I M E
1444 1 4 1 8 O K I

Le a v e  T h e  f o l l o w i n g  0  t i n e s 1 4 2 0 1 0 4 T E M P I
1 1 0 4 I  O f  • q u a t t a  O u t  i f  Y O U  i n t e n d  t o 1 4 3 0 ARV 1 1 5 8 4  , F I t  3  f I e f t 1
1 1 1 0 I a p p o n d  t h i s  a t  t h o  s o u r c e .  F F F F F 1 4 4 0 ONE O KA
1 1 1 0 1 4 5 8 ; D M MCO O RD
1114 MCKAm5Er 8 2 9 6 1 1 4 8 8 DEM
1 1 4 0 M CM 4 M GEZ  0 2 8 e C / 4 7 5 J5 R M CM AI IRE
1 1 5 5 MCCO RO  4 2 2 1 0 1 4 8 4 0 0 1
1 1 8 4 Y CO O RD .  N C 0 0 8 4 4 1 14108 iD A TEMPI
1 1 7 4 T E M P I  ,  1 f 5 1 5 4 8 4 0 0 60608 ; a nd b i t  4  f r i g h t )
1 1 0 0 M .TC OOR D fl 1 5 1 0 ONE 0 8 4
1 1 / 0 ; 1 5 2 8 LON MCOOMD
1248 ; T h e  r e s t  o f  t h e  c e d e  R OTH 1 5 3 0 IN N
1 2 1 0 ; m e t h o d s  u v r ,  S o  T Y P E  I T  I N ! ! ! 1 5 4 8 JSR 8 C 8 4 8 u1
1 2 2 8 1 5 6 0 0 5 4
1 1 1 0 P R O c R a m 1 5 0 8 I D & 7 0  : M a l t  f o r  a  j i f f y . . .
1 2 4 8 M AI M L O O R 1 5 7 8 L O O PS
1 2 5 8 I D O  S T I C K I  ;  G a t  s t i c k  v a l u a 1 5 8 8 CRP ?I I
1 2 0 8 S t a  T E M P I  ;  s a c * ,  I &  ' F O W L 1 5 2 9 E E C L O O PS
1 1 7 0 4010 0 5 8 1  ;  F F F F F  b i t  1  ( u p ) 1 4 8 8 I D A S T R I G1 C h i n k  b u t t o n
1 2 8 0 8011 O K I 1 4 1 4 O RE O RO
121.9 LOT TC00110 1 4 2 0 I T S
1 1 0 8 @EV 1 8 3 4 0 5 5
l i t e DE P 1 6 4 9 JPOP elAINLOOP
1 1 2 8 ;ASO Y C H O N G E
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IF AN ADVERT
IS WRONG,
WHO PUTS
IT RIGHT?
do.

The V iv e r t i s in g  S ta n d a rd s W I  homily e n su re s

advertisements meet with  the st rict  Code o f kdvertising

Practice. S4) i i  you quest ion  an  advert iser.  they

to answer to us.

To find out more about the ‘ S ‘ .

please %%rite I() k(INertising Standards

%othority. De p t .  V  Dru n k Douse ,

Torrington Place. London \\CIE 71IN.
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listings 9 and 10 The  Joystick Driver
Below in Basic

Right in Assembler
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by  S i m o n  T r e w
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LT  7  R E M  I I  O E M  A T A R I  U S E R  F e b r u a r y  / 8  1 .1

C l •  RE M

00 1 .  REM

41 1 0 8  OP E N C O W %  J OY S TIC K  .011..r•

KY 1 1 8  RESTORE 1 D I M  M E M 1 ( 1 2 1 ,6 $ 1 2 )

E t 1 2 0  READ HE NS

LA 1 1 8  FOR  I n  T O  LE H  C  1  S TE P  2

KT 1 4 8  OS = ( 0 . 5 0 1 )

Am IS O I F  A S  1 0 4 .  TH E N  CLOS E  l i tI r E N D

ce I l e  P UT H i ,  c a s t ( a t)  -
7 .  c a t /  -
4 6 1  
n i b .

4 4 S C ( A S 1 2 ) 1 - 7 4 ic a $ 1 2 1 ) .0 . . ) - 4 R )

TA 1 7 0  NE AT

MS 1 8 9  4 0 T O  1 2 0

I T  2 9 8  O A T &  F F F F F F F  2 6 6 2 2 A 0 7 5 0 2 6 5 F S Z S e l e e

VL I l e  DATA • 5 A C IE 1 2 8 a a a 2 a 7 F2 0 4 .5 2 5 2 1 8 2 D 8

ON 1 E 8  8 8 1 8  4 4 4 c I E E E C A C 8 7 0 7 F 2 0 4 , 5 F 5 2
.
5 8 4 0 8OK 2.18 D 4 1 4  0 7 4 E 1 0 1 2 E 4 z  FFFFFF 5 E 6 1 1 0 0 8 0 0 7

Eu 2 4 4  0 4 7 0  A E 1 D 2 2 E 8 2 8 6 6 2 0 4 5 1 4 C  FFFFFF CQD

AV 2 5 8  D A T A  0 5 8 2 1 1 9 9 1 6 0 4 C1 F 2 2 M R

XL/ REPLACEMENT S T
EXTENSION CABLES

BROKEN JOYSTICK?
Nine Out Or ten broken joysticks require
only a replacement cable since the wires
Wien break at the plug end, With Atari
type joysticks, simply slip the spade lugs
of this replacement cable onto the PCB
Should fi t  Other joysticks although the
lugs may need replacing

REPLACEMENT JOYSTICK CABLE E2 50

OTHER CABLES FOR ST

HAP: DISh EPLACEMENT CABLE
HARD DISK EXTENSION CABtE 11 METREI
2 METRE FLOPPY DISK DRIVE CABLE
2 METRE FLOPPY DISK DRIVE EXTENSICM CABLE
1040S1
,
520S1
EM 
T O  
I Ø N
I T O
R  
P
i
a  
K
A
R
T

SCCKET
52061 TO PHILIPS 9533 !MOTOR
MONOCOLOUR SWITCH UNIT
iAlkrois rrcno adccios mouton ID remair
connected and sertchedl
PAIR C CDILED MIDI LEADS

MOVE YOUR PRINTER
You don't need to keep your printer so
close to the computer. An extension cal*
will fit between your existing cable and
your printer to enable you to place the
printer almost anywhere you want. Doni
he restricted! Ns any Centronics setup

2 metres E7_95
3 metres E11•95 5  metres E14.95

it595
E1495
0595
0495
Eli 95

Ell 95
E19.95

F
7
9
5

ST JOYSTICK/MOUSE
EXTENDER

No more fiddling about underneath your
1040 or 520 This short extender allows
both joystick and mouse to be connected
a short way from the sockets. Saves wear
on the plugs and sockets and makes
swapping of joystick and mouse easy

£5.95

CABLES FOR XL/XE

XLXE 1 Mi7RE FIERACEMai
SERIAL CARLE
XX TO MONO MONITOR
CIE TO SCMIT
CIE TO COMPOSITE VIOED

All cables are top quality
for faultless data transfer

Silo 850 NULL MODEM CABLE
If you already have an 850 interface or
EFL Connection you can now hook your
XL/XE up to your ST and transfer files
with any comms program. This cable
simply plugs between the interface and
ST modem port Use Kermit (available on
both machinesi or similar to transfer files

£8.95

Post and paCiung tree In UK. Send cheque or P.Oo r  quele AtditeeNtse Admit*, to

PAGE 6. P.O. BOX 54, STAFFORD, ST16 1111R
Telephone orders by Access or Visa accepted. Tel. 0785 213928

595
E296
595
59!

•

New Aron user - issue 42 2 9



XL/XE TYPE-IN

by Wouter  Schul

TO
THE

RESCUE 1
Grab your helmet, slide down the pole and into the big red engine.
There's a fire!
A big apartment block in town is burning and it's you job to rescue
the occupants as they jump from various floors. You must optrate the
rescue blanket held by two brave fireman and catch people as they
fall in order to bounce them into the waiting ambulance. You have to
be quick and must be careful that falling sparks do not damage the
blanket. I f  this happens you must go over to the ambulance to collect
a new one.
I f  you rescue enough people, the owner of the building might want to
give you a medal but you'll have to be quick to collect it, as the fire is
still raging!

30 I s s u e  42 - New Atari User

SCORING
Each person caught

2 points

Man in Ambulance
10 points

Collecting medal
extra life

The game ends when you
have dropped too many

people



CS 1  R E M
J0 2  R E M  11 T O  T H E  R E S C U E
0 I  4  R E M  U  W o u t e r  S c b u l
MD 5  R E M  U  M a r k e n .  H o l l a n d
SH 6  R E M  U
I T  7  R E M  U  NE W A T A R T  U S E R  F e b r u a r y  1 0  U
Cl  8  R E M
AY 1 0  R E M
AL 1 0 8  ?  " R P l e a s e  b e  p a t i e n t  w h i l e  I  i n i t

i a l i s e " : G O S U O  1 0 0 0 : R E M  MI CI MUU
MS 1 1 0  P O KE  5 5 5 , 0 : G 0 S U B  1 5 0 0 : R E M

XR 1 2 0  G O S UB 2 0 0 0 : R E M
UG 1 3 8  GOSOO 5 0 8 0 : R E M
AX 1 4 0  6 0 5 U B  3 0 0 0 : R E M  M E D I A E
ZL 1 4 5  R E M
VV 1 5 8  X = 1 4 : Y = 2 0
BA 1 6 0  L E U = 1 : S C = 0 : L = 3 : 0 R = 0 : M = 0 : M T = 0
DI  1 7 0  T ( 1 ) = 1 : T C 2 ) = 1 : T ( 3 ) = 1 : T 1 4 1 = 1
ZF 1 0 0  C 1 1 ) = 1 : C 1 2 1 = 0 1 C 1 3 1 = 0 C ( 4 ) = 0
OA 1 9 1  R E M
MY 2 0 0  F O R  I = 1  T O  4
BF 2 1 0  5 = S T I C K ( 0 ) : P O K E  7 7 , 0
DX 2 2 8  I F  5 = 7  A N D  X + E Y
-
2 0 1 1 1 2 0 ( 2 7  
T H E N  
X = X

+ I : I F  X > 1 9  T H E N  N = 8 : Y = 2 1
101 2 3 8  I F  5 = 1 1  A N D  X + 1 Y
-
2 0 ) 0 2 0 5  
T H E N  
X = X

-
1
:
I
F  
1
4
(
0  
T
H
E
N 
X
=
1
1
:
V
=
2
0

SJ 2 4 0  I F  0 R = 1  T H E N  4 0 0
FD 2 5 0  P O S I T I O N  X , Y : '
7  U 6 ; 0 5CX 2 7 0  I F  M = I  T H E N  G O S UB 5 3 0
AF 2 5 9  R E M
LO 3 8 0  I F  S C
-
1 E U * 1 0 0 0  
A N D  
L E V
( 4  
T H
E N  
6
0
5

U0 0 8 0
VS 3 2 0  I F  C C I 1 = 0  T H E N  3 0 0
TN 3 3 0  P O S I T I O N  5 ( C C I 1 , 1
0
2
-
1 2 , 5 1 C C I ) , I * 2 )

:? 1 1 6 : "
OJ 3 4 0  C ( I ) = C 1 I 9 + 1 : I F  C C I ) = 2 I  T N E N  G O S UB

050:G O TO  3 8 0
FL 3 5 0  P O S I T I O N  S ( C t I ) , I * 2
-
1 3 , 5 ( C C I 9 , 1 0 2 )

:? U 6 ; C H R S ( 3 6 + T C I ) 3
I P  3 6 0  I ( I ) = T t I ) + 1 : / F  T ( I ) 5  T H E N  T C I ) = 1
GU 3 6 5  I F  T t I ) = 1 2 2  T H E N  T C I ) = 1 2 0
ZJ 3 7 e  I F  5 t C t I l l
o
I * 2 1 = 1 9  
T H E N  
G O S U
O  
5 0
0

GJ 3 0 6  N E X T  I
MK 3 9 e  G O TO  2 0 0
21_ 3 9 9  R E M
OX 4 0 0  I F  5 0 7  A N D  S o l l  T H E N  4 5 0
AU 4 1 0  P O S I T I O N  1 1 , f t
KM 4 2 0  I F  5 = 7  T H E N  ?  1 1 6 ; "
YN 4 3 0  I F  5 = 1 1  T H E N  ?  l a b : "  n n
I J  4 4 0  I F  X + 1 Y - 2 0 1 1 1 2 0 = 2 7  T H E N  O R = 0
MN 4 5 9  G O TO  3 0 0
DK 4 / 1  R E M
KG 5 0 0  FO R  P = 5 0  T O  7 0 : S O U N D  0 P , 1 2 , 0 : 1 4 E X T

P:SOUND 0 , 0 , 0 , 0
LO 5 1 0  P O S I T I O N  N . Y : ?  1 1 6 , ;" f f  "
55 5 2 0  I n t = 1 : R E T U R N
GK 5 2 5  R E M  a m m o
OW 5 3 0  M I = M T
-
1
VX 5 4 0  I F  X = 5  A N D  9 = 2 0  T H E N  5 0 0
HL 5 5 0  I F  M T ) 0  T H E N  R E TU R N
PP 5 6 0  M = 0 : P O S I T I O N  3 , 2 0 1 ?  1 1 6 , : ,
I P  5 7 0  RE TURN
WO 5 0 0  FO R  P = I 0  T O  3 0 : S O O N D  0 , P , 1 0 , 1 0 : N E X

P:SOUND 0 , 0 , 0 , 0 : M = 0
GI 5 9 0  P O S I T I O N  3 , 2 8 1 : ?  1 * 6 ; " ,  " : L = L + 1 : P O S I

TION 0 , 3 : ?  U 6 ; I N T ( L )
Al  5 9 5  RE TURN
FM 6 5 9  RE M  M 1 • E M 4 M 1 6 1 2 1 1
TU 7 0 0  P O S I T I O N  3 I C E I I , I * 2
-
1 1 , 5 C C ( 3 , X * 2 )

116;"
MR 7 0 5  I F  I ( I ) > 1 0 0  T H E N  7 7 0
JR 7 1 0  P O S I T I O N  S C C C I I , I * 2
-
1 1 , 5 1 C C I l , X * 2 )

+ 3 : ?  U 6 ; " - "

0 A R
I A
B
L
E 5
MA N  LO O P

TUMBLI NG  M AN/ S P ARK

R T C H E R  MO V E ME NT

LOS S T R E T C H E R

ARRAYS +  T R I N G S
O P E N I N G
-
S C R E E N

PMG +

TO THE RESCUE
CV 7 2 0  S O UND 0 , 5 2 , 1 2 . 1 0
A l  7 3 0  F O R  P = 1  T O  5 0 : N E N 1  P
YZ 7 4 0  S O UND 0 . 0 , 4 1 . 0 : P O S I T I O N  S C C C I ) , I * 2
- 1 ) , 5 1 C ( I ) , I * 2 1 + 3 :

7  n 6 ; " _
-

I N  7 5 0  1 = L - 1 : I F  1 . ( 0  T H E N  4 0 0 0
NM 7 6 0  P O S I T I O N  0 , 3 : *  U 6 0 I N T 1 1 / 1 "
PG 7 7 0  G O TO  8 6 0
NJ 7 5 9  R E M
OJ 0 0 0  L E V = L E V + I
MP 0 1 0  F O R  J = I  I n  4
CX 8 2 0  I F  C 1 J 1 = 0  T H E N  C 1 J ) = 1 : J = 4
GO 0 3 0  N E X T  J
ZM 8 4 0  R E T U R N
UC 0 4 9  R E M

EXTRA T U M B L I N

MAN I N  At / BO LAN E
OJ 0 5 0  S C = 5 C + 1 0 : P O 5 I T I O N  1 3 , 2 : ?  / 1 6 ; 5 C
JO 8 5 5  F O R  P = 1 0  T O  0  S T E P  - 0 . 5 : 5 0 U N D  0 , 1 0

+ P f 4 4 , 1 0 . P : N E X T  P
HL 0 5 7  I F  I N I C R O I D 1 0 ) 0 2 0 ) ( 3  A N D  M = 0  T H E N  M

= 1 : M T = 1 8 : P O S I T I O N  n 6 ; "  ; g "
CT 0 6 0  C C I ) = 0
GN 8 7 0  R = I N T C R N D 1 0 ) 1 4 4 ) + 1 : I F  C C R ) < > 0  T H E N

8 7 0
MK 8 8 0  C ( 1 4 ) = 1 : T ( 1 4 ) = 1
ZM 8 8 5  I F  I N T ( R N D ( 0 ) 0 1 ) < L E V  T H E N  T ( R ) = 1 2 0
ZW 8 9 0  R E T U R N
FU 8 9 9  R E M
I R  9 0 0  Z = 0
J Z 9 1 0  I F  X + C Y
-
2 8 / 0 2 0 + 2 ) 2 0
5 1 C 1 1 1 , 1 0 2 -
1 9  
0

R N + C Y

ON S T R  T C H E R  ?

-
2
0
1
1
1
2
0
+
4
<
2
*
5
1
C
M
,
1
0
2
-
1
1  
T
H
E
N

= 1

YD 9 2 0  I F  2 = 0  A N D  T ( I ) > 1 0 0  T H E N  G O SUO  S O O
:GOTO 7 0 0

OP 9 3 0  I F  C Z = 1  A N D  T E I ) > 0 )  O P  6 R = 1  T H E N  7
8 0

OD 9 4 0  S C = 5 C + 2 : P O S I T I O N  U 6 ; 5 C
ON 9 5 0  S O UND 0 , 1 6 0 , 1 0 . 0 : F O R  P = I  T O  2 : N E X T

P :S O UND 0 , 0 , 0 , 0
ZR 9 6 0  R E T U R N
KA 5 5 5  R E M  L l a m m g
I F  1 0 0 0  R T = P E E K 1 1 8 6 )
-
0
AC 1 0 1 0  F O R  1 = 0  T O  1 0 2 3
OM 1 0 2 0  P O K E  R T * 2 5 6 + 1 , P E E K ( 5 7 3 4 4 + 1 )
EV 1 0 3 0  N E X T  I
NT 1 0 4 0  RE S TO RE  1 1 0 0
JM 1 0 5 0  F O R  I = 1  T O  1 9
RB 1 0 6 0  R E A D  C
AC 1 0 7 0  F O R  J = 0  T O  7
OM 1 0 0 0  R E A D  8
FJ  1 0 5 0  P O KE  R T * 2 5 6 + C * 8 + J , 1 3
FC 1 1 0 0  N E X T  J
Ell 1 1 1 0  N E X T  I
AN 1 1 2 0  R E T U R N
OL 1 2 0 0  D A T A  1 , 0 4 , 0 4 , 0 4 , 6 4 , 1 0 9 , 1 6 0 , 0 0 , 1 6 0
ZT 1 2 1 0  D A T A  3 , 2 1 , 2 1 , 2 1 , 1 , 1 0 6 , 1 0 , 5 , 4 2
RN 1 2 2 0  D A T A  4 , 0 , 0 , 2 5 5 , 2 5 5 , 0 , 0 . 0 , 0
0 0  1 2 3 0  D A T A  5 , 2 0 , 2 0 . 7 3 , 0 2 , 2 0 , 2 0 , 5 4 , 9 9
LR 1 2 4 0  D A T A  6 , 3 3 , 1 9 , 2 2 2 , 2 5 2 , 2 2 2 , 1 9 , 3 3 , 0
J T 1 2 5 0  D A T A  7 . 9 9 , 5 4 , 2 8 , 2 0 . 6 2 , 7 3 , 2 0 , 2 0
F2  1 2 6 0  D A T A  0 , 1 3 2 , 2 0 0 , 1 2 3 . 6 3 , 1 2 3 , 2 0 0 , 1 3 2

,e
KO 1 2 7 0  D A T A  9 , 1 0 7 , 1 0 7 , 0 . 2 3 0 . 2 3 E 1 , 2 3 0 , 0 , 1 0

7
ZX 1 2 0 0  D A T A  1 0 , 2 4 0 , 5 6 , 5 6 , 1 6 . 9 6 , 9 6 , 2 2 4 , 1 2

a
OH 1 2 9 0  D A T A  1 1 , 0 , 2 0 , 6 2 , 1 1 / , 9 9 , 1 1 / , 6 2 , 2 0
NA 1 3 8 0  D A T A  1 2 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2

5 5 , 2 5 5
GL 1 3 1 0  D A T A  1 3 , 1 0 0 , 5 6 , 2 5 4 , 1 6 , 5 6 . 4 0 , 6 0 , 5 6
F2  1 3 2 0  D A T A  1 4 , 2 5 5 , 1 7 0 , 0 5 . 1 7 0 , 2 5 5 , 0 , 0 , 0
MK 1 3 3 0  D A T A  2 0 , 0 , 6 5 , 3 4 , 0 , 2 0 . 0 , 3 4 , 6 5
TM 1 3 4 0  D A T A  2 / . 0 , 7 3 , 0 , 0 , 1 3 , 0 , 0 , 7 3
GN 1 3 5 0  D A T A  3 0 , 1 6 , 0 2 , 7 4 , 4 0 , 2 2 0 , 2 4 8 , 2 4 0 . 2

24
ZZ 1 3 6 0  D A T A  3 1 , 0 , 3 6 , 3 6 , 2 8 1 , 2 4 0 , 2 4 0 , 2 2 4 , 0

Confinued 4 r
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TO TIE RESCUE:
MR 1 3 7 0  D A T A  2 7 , 1 6 0 , 1 4 0 , 1 4 8 , 2 4 1 , 2 1 2 , 2
4 0 , 12 0 , 0 0
MN 1 3 0 0  D A T A  3 2 , 0 , 0 , 2 5 2 , 2 5 2 , 4 0 , 3 2 , 1 6 0 ,
3 23 (  1 4 9 9  R E M  /  R 4  H I C S
RY 1 5 0 0  P M G z P E E K C 1 0 6 ) - 1 6 : P M = P M G * 7 5 6
JK 1 5 1 0  P O KE  5 4 2 7 9 , P M G : P O K E  5 3 2 7 7 , 3
MM 1 5 2 0  F O R  I = P M 4 5 1 2  T O  P M 4 7 6 0 : P O K E  I , 0 : 8

EXT I
OB 1 5 2 5  R E S T O R f  1 5 5 0
UM 1 5 3 0  R E A D  P , 1 1 : I F  P < 0  TH E M  1 5 6 0
I C  1 5 4 0  P O KE  P M 4 P . 0 : G O T O  1 5 3 0
FG 1 5 5 0  D A T A  5 0 5 , 2 4 , 5 0 6 , 6 0 , 5 0 7 , 6 8 , 7 1 9 , 2 4 ,

7 2 0 , 2 4 , 7 2 1 , 2 5 5 , 7 2 2 , 2 5 5 , 7 2 3 , 2 4 , 7 2 4 , 2 4 ,
-1 , 0

RA 1 5 6 0  P O KE  7 0 4 , 1 4 4 : P 0 1 0 E  7 0 5 , 5 0
EL 1 5 / 9  R E M  V 8 I  ( F L A  H I  )
OY 1 6 0 0  RE S TO RE  1 6 7 0
ku 1 6 1 0  F O R  1 = 1 5 3 6  T O  1 5 6 1
00 1 6 2 0  R E A D  8
AR 1 6 3 0  P O KE  1 , 0
FM 1 6 4 0  N E X T  I
HL 1 6 5 0  A = U S R ( 1 5 3 6 )
OD 1 6 6 0  R E T U R N
GC 1 6 7 0  D A T A  1 0 4 , 1 6 0 , 1 0 , 1 6 2 , 6 , 1 6 1 , 7 , 7 6 ,
9 2 , 2 2 0
CM 1 6 0 0  D A T A  1 7 4 , 1 9 2 , 2 , 2 3 2 , 2 2 4 , 1 6 0 , 2 0 0 ,
2
,

1 6 2 , 1 4 4 , 1 4 2 , 1 9 2 , 2 , 7 6 , 9 0 , 2 2 0
FY 1 9 9 9  R E M  ARRAY S  4  T R I N G S
TA 2 0 0 0  D I M  A S ( 1 0 ) , 5 1 2 0 , 0 ) . 1 ( 4 ) . C ( 4 )
NC 2 0 1 0  A$7 . . " ! S S S S U  "
I C  2 0 2 0  RE S TO RE  2 1 0 0
MU 2 0 3 0  F O R  I t  T O  8  S T E P  2 : F O R  J = 0  T O  2 8
MO 2 0 4 0  R E A D  N . Y
OE 2 0 5 0  S ( J , I ) = X : 5 ( J , I
4
1 ) = Y
MP 2 0 6 0  N E X T  J : N E X T  I
CK 2 0 7 0  H I 5 C = 1 9
00 2 0 9 0  R E TU R N
RN 2 1 0 0  D A T A  0 . 0 , 2 , 6 , 3 , 6 , 4 , 7 , 5 , 6 , 5 , 9 , 5 . 1 0

. 6 , 1 1 , 6 , 1 2 , 6 , 1 3 , 7 , 1 4 , 7 , 1 5 ,
7
,
1 6
,
8 , 1 7 , 0 ,

1 8 , 0 , 1 9 , 9 „ 1 0 , 9 , 1 7 , 1 0 , 1 6 , 1 0 , 1 5 , 1 1 , 1 4
I R  2 1 1 0  D A T A  1 2 , 1 3 , 1 3 , 1 2 , 1 4 , 1 2 , 1 5 , 1 1 , 1 6 . 1

2 , 1 6 , 1 3 , 1 7 , 1 4 , 1 7 , 1 5
TM 2 1 2 0  D A T A  0 . 0 , 2 . 1 , 3 , 0 , 3 , 1 , 4 , 1 0 , 5 , 1 1 , 5 ,

1 2 , 5 , 1 3 , 6 , 1 4
•
6 , 1 5 , 6 , 1 6 , 7 ,
1 7 , 7 .
1 0
,
7
,
1 9
.

0 . 1 0 , 0 , 1 7 , / , 1 6 , 1 0 , 1 5 , 1 1 , 1 5 , 1
2
,
1 6

RN 2 1 3 0  D A T A  1 3 , 1 7 , 1 3 , 1 0 , 1 3 , 1 1 , 1 4 , 1 0 , 1 4 , 1
7 , 1 5 , 1 6 , 1 6 , 1 5 , 1 6 , 1 4 , 1 7 , 1 5

CT 2 1 4 0  D A T A  0 , 0 , 2 , 1 2 , 3 , 1 3 , 4 , 1 4 , 5 , 1 5 , 5 , 1
6 , 6 , 1 7 , 6 , 1 0 , 6 , 1 / . 5 , 1 0 , 6 , 1 7 , 7 , 1 6 , 7 , 1

5 , 0 ,.1 .4 ,1 1 p1 3 , ,1 3 ,9 ,1 4 ,9 ,1 5 ,1 8 ,1 6
OF 2 1 5 0  D A T A  1 8 , 1 7 , 1 8 , 1 0 , 1 8 . 1 9 , 1 1 , 1
8
,
1 2
,
1

7 , 1 3 , 1 6 , 1 4 , 1 5 , 1 5 , 1 4 , 1 6 , 1 4 . 1 7 , 1 5
HT 2 1 6 0  D A T A  0 , 0 , 2 , 1 5 , 3 . 1 6 , 4 , 1 7 , 4 , 1 8 , 4 , 1
9 . 5 , 1 0 , 5 , 1 7 , 6 , 1 6 , 6 , 1 5 , 7 , 1 4 , 0 , 1 4 , 9 , 1 5 , 1

0, 1 6 , 1 0 , 1 7 , 1 0 , 1 0 , 1 0 , 1 9 , 1 1 , 1 0 , 1 2 ,
1 7LC 2 1 7 0  D A T A  1 3 , 1 6 , 1 3 , 1 5 , 1 4 . 1 4 . 1 4 , 1 3 .

1 5
,
1

2 , 1 6 , 1 2 , 1 6 , 1 3 , 1 7 , 1 3 , 1 7 , 1 4 ,
1 7
,
1 5

: " I I M M " : N E X T I
DP 3 1 0 0  P O S I T I O N  5 , 2 :
7  
U 6 : " S C O R E  
:  
0

L I V E S  :  3 "
015 3 1 1 0  P O S I T I O N  0 , 2 2 :
7  8 6 ; " 4 1 ;

KT 3 1 2 0  P O S I T I O N  1 5 , 2 1 7  U 6 : ' / W i f f , "
AF 3 2 0 0  R E T U R N
WM 3 9 9 9  R E M  G  M  O V E R
X0 4 0 0 0  F O R  X = 0  T O  4
WA 4 0 1 0  F O R  J = 1 4  T O  0  S T E P  -
1BI  4 0 2 0  S E TCO LO R I , 1 4 , J
GM 4 0 3 0  S O UND 0 , I * 2 0 4 4 0 , 1 0 , J : S O U N D  1 , 1 8 1 9

4 3 5 . 1 0 , 3
FP 4 0 4 0  N E X T  J
FM 4 0 5 0  N E X T  I
U0 4 0 6 0  S O UND 0 , 0 , 0 , 0 : 5 0 U N D  1 , 0 , 0 , 0
RP 4 1 0 0  G R A P H I C S  0 : P O K E  7 5 2 , 1 : P O K E  5 3 2 4 0 ,

0 :P O KE  5 3 2 4 9 , 0
AF 4 1 1 0  S E TCO LO R 2 , 1 2 , 2 : 5 E T C O L O R  4 , 1 2 , 2 ; $

ETCOLOR 1 , 1 2 , 1 4
PM 4 1 2 0  P O S I T I O N  1 0 , 5 :
7  " * * *  
G A M E  
O C O  
R

< * m o •
MI  4 1 3 0  P O S I T I O N  1 5 , 1 3 : 7  " S C O R (
LN 4 1 4 8  I F  S C > H I S C  T H E N  H I S C = S C
OK 4 1 5 0  P O S I T I O N  1 5 , 1 5 : 7  " N I S C O R E  :  " : H I

SC
GJ 4 1 6 0  P O S I T I O N  6 , 2 2 : 7  " p r e s s  S T A R T  f o r

a n o t h e r  g a m e "
UN 4 1 6 5  R E S = 5 5 0 0 : R E S T O R E  R E S
OJ 4 1 7 0  I F  P E E K ( 5 3 2 7 9 ) = 6  T H E N  1 3 0
BK 4 1 8 0  G O S U8  5 2 0 0 : 6 0 1 0  4 1 7 0
KM 4 9 9 9  R E M  O P E N I N G
-
S C R E E N
J I  5 0 0 0  G R A P H I C S  1 7
ST 5 0 1 0  s u r c o L o R  4 , 0 , 2 : 5 E T C O L O R  0 , 0 , 1 0 : 5 E

'CO LO R 1 . 2 , 6 : 5 E T C O L O R  2 , 2 , 1 0 : S E T C O L O R
3 , 1 4 . 0

UN 5 0 2 0  P O S I T I O N  3 , 6 : 7  U 6 : " T O  T H E  R E S C U E !

OR 5 0 3 8  P O S I T I O N  3 , 7 : 7  U 6 : "
••

FF 5 0 4 0  P O S I T I O N  9 , 1 4 : 7  8 6 ; " b y "
MR 5 0 5 0  P O S I T I O N  7 , 1 6 7  U 6 : " f fi ga gM B I I "
UO 5 0 6 0  P O S I T I O N  1 . 2 2 : 7  8 1 6 : "FI ZE I TI  S T A R T  a

MK3 RnP r
UM 5 0 9 0  R E S L
-
5 6 0 0 : R E 5 T O
R E  
R E S

AE 5 1 0 0  I F  P ( E K C 5 3 2 7 9 1 = 6  T H E N  S O UND 0 , 8 , 8
, 0 : 5 0 U N D  1 0 3 , 0 , 0 : R E T U P N

VA 5 1 1 0  G O S UB 5 2 8 8 : G 0 1 0  5 1 0 0
AL 5 1 9 9  R E M  T U N E  P L A Y E R
CX 5 2 0 0  R E A D  5 , 8 : I F  5 ( 0  T H E N  RE S TO RE  R E S :

GOTO 5 2 0 0
HH 5 2 1 0  S O UND 0 , 0 , 0 , 0
EA 5 2 2 0  S O UND 1 , 0 , 1 0 , 4
VT 5 2 3 0  F O R  I = 1  T O  4  S T E P  0 . 4
GX 5 2 4 0  S O UND 0 , 5 4 2 4 6 C I = I N I C I ) 1 , 1 0 , 5
4
4 * C I <

) I N T C I ) )
FM 5 2 5 0  N E X T  I
AZ 5 2 6 0  R E TU R N
PA 5 5 0 0  D A T A  1 2 3 , 2 5 1 , 1 2 3 , 2 5 1 . 1 2 3 , 2 5 i , 1 2 3 ,

2 5 1 , 1 0 0 , 2 1 7 , 1 0 0 , 2 1 7 , 9 6 , 1 9 3 , 9 6 , 1 1 3 ,
9 6
,
1

9 3 . 9 6 , 1 9 3
GS 5 5 1 0  D A T A  9 1 , 1 0 2 , 0 1 , 1 0 2 , 9 1 , 1 6 2 , 0 1 , 1 6 2 ,

9 6 , 1 9 3 , 9 6 , 1 1 3 , 9 6 . 1 9 3 . 1 6 , 1 1 3 , 9 1 , 1 8
2
,
8 1
,

1 8 2 , 7 2 , 1 6 2 , 0 1 , 1 6 2
XG 5 5 2 0  DATA 9 1 . , l a z , s
,
1 . 1 8 2 , 9 1 , 1 8 2 , 5
1
i . 1 8 7 .

1 6 , 1 9 2 , 1 0 0 , 1 9 2 , 1 6 , 2 1 7 , 1 0 0 , 2 1 7 .
-
1 ,
8

ET 5 6 0 0  D A T A  7 2 , 1 4 4 , 1 1 , 1 4 4 , 7 2 , 1 8 2 , 9 1 ,
1 0 2 ,9 6 , 1 9 3 , 1 2 3 , 1 / I , 9 6 , 2 5 1 , 1 2 3 , 2 5 1
MW 5 6 1 8  D A T A  9 6 , 1 9 3 , 9 1 , 1 8 2 , 8 1 , 1 6 2 . 7 2 , 1 4 4 ,

9 1 , 1 4 4 , 7 2 , 1 4 4 , 9 1 , 1 0 2 , 9 1 , 1 8 2 , 1 1 , 2 1
7
,
1 0 0

, 2 1 7 , 9 6 , 1 9 3 , 1 2 3 , 2 5 1
DU 5 6 2 8  D A T A  • , 1 9 3 , 0 , 1 0 2 , 0 , 1 6 2 ,
-
1 , B •

I C  2 1 9 9  R E M  S CRE E N
MR 3 8 0 0  G R A P H I C S  1 7 : P O K E  7 5 6 , R T : P O K E  5 5 / ,

4 6 :P O KE  5 3 2 4 0 , 2 0 2 : P O K E  5 3 2 4 9 , 1 9 3
I S  3 0 1 0  D L = P E E K ( 5 6 0 ) + P E E K ( 5 6 1 ) * 2 5 6
I T  3 8 7 0  P O KE  D L 4 2 4 , 5 : P O K E  D L 4 7 , 2
PJ 3 0 3 0  S E TCO LO R 4 , 9 . 6 : S E T C O L O R  3 , 2 , 4 : 5 E T

COLOR 2 , 0 , 1 4 : S E T C O L O R  1 , 1 5 , 8 : S E T C O L O R
0 , 3 , 1 2

AN 3 0 4 0  F O R  1 = 6  T O  1 9 : P 0 5 I T I O N  0 , I 1 ?  1 1 6 ; "
• e : H E R T  I

J11
0 
3
0
5
0  
P
O
S
I
T
I
O
N  
0
,
5
:
7  
8
6
4
"
.
"
:
P
O
5
I
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I
O
N  
0

, 2 0 : 7  8 6 ; " 1 1 , 1 1 , "
MC 3 0 6 0  F O R  1 = 7  T O  1 6  S T E P  3 : P O S I T I O N  2 , 1

: ?  A A : l k . : P O s I T I O N  2 , I - 2 : ?  1 8 6 ; C H R 5 C 1 5 0
+ I H T I c A N D ( 0 ) * 2 3 ) : N E X T  1

NT 3 0 7 0  P O S I T I O N  1 7 , 1 9 :
7  8 6 ; " " "UM 3 0 0 0  F O R  1 = 1 6  T O  1 0 : P O S I T I O N  1 7 , I :
7  U 6
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P R I N T- F I L E R
John S Davison tries a new util ity that  allows

text and graphics to be combined
Flave you ever wanted to create
a fancy letter heading using
Broderbund's excellent P rin t
Shop, and then print out below
it a letter created with  a  word
processor? Or needed to embed
a computer produced g raph
into some text you've written?
If so, Print-Filer could help you,
as its purpose in  life is to pro-
duce and print composite docu-
ments containing a mixture of
text and graphics.

The package consists o f  just
one single sided disk. Instruc-
tions are in  a  fi le on the disk,
and if  you follow the guidance
on the disk's dust jacket you'll
soon have th e m prin ted  o n
paper. In fact you end up with
a six page document contain-
ing both the  instruction text
and graphics from several sour.
ces. That's right, Rambit  pro-
duced i t  a l l  using Print-Filer!
The disk also holds the ma in
program code, p lu s  severa l
demo files f o r you  to look at
and experiment with.
To use Print-Filer you'll need a

machine wi t h  64K me mo ry
(800XL, 65XE, 130XE). a  d isk
drive, a n  Epson compat ib le
printer, a n d  graph ica l p r in t
software which will run in 48K.
When you boot up Print-Filer it

cunningly installs itself in  the RAM under
the Operating System ROM. This is why
your other software should be able to run
in 48K, otherwise Prin t-File r wou ld  be
fighting it  for the same memory area. A
special cu t down version o f  Print-Filer is
supplied, however, which can share some
of that memory with  certain other prog-
rams. Once Print-Filer is installed you can
then load your print software, and run it
as normal.

DISK OR  PRINTER?

Print-Filer lurks under the ROM watching
for print requests from your other software.
When it  sees one it asks whether you want
to use the printer as normal, o r write the
output to  d isk instead. I n  this way you
can, for instance, get Print Shop to write
that fancy letter heading (or anything else
it creates) into a  disk fi le instead of direct
to paper.
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Print Shop inserts printer control charac-
ters to  space down to  the next page after
printing the  letter heading. I f  you want
your text to  follow the heading, you need
to remove those redundant control charac-
ters by using Print-Filer's editor, which you
load as a separate program.
Editing is where things start getting hairy.

Graphical p rin t  data looks totally incom-
prehensible t o  most people, so you need
help i f  you're going to  edit it. Print-Filer's
editor breaks the data stream up into indi-
vidual p rin t  commands, and lets you list
them with  one command per line. It also
translates some o f the commands into En-
glish f o r you, such as Escape, and  CR
(Carriage Return), b u t  everyth ing else
tends to be hidden. You can request it  to
be displayed, but it 's then shown in  hex-
adecimal format!

To REALLY understand what's going on
you need t o  be thoroughly au fa it with
your printer's command codes, however if
all you  wa n t  t o  d o  is  shunt some text

behind a  le t te r heading, o r
sandwich a  graph between two
chunks o f  text  yo u  can  ge t
away w i t h  kn o win g  a  ba re
min imum about them.

I tried using Atariwriter Plus to
produce the text to  append to
the le t te r heading, b u t  yo u
can't use Print-Filer to capture
the t e x t  a s A to riwrite r Plus
needs tha t  memory under the
ROM fo r itself. I t  is capable of
printing directly t o  d isk any-
way, so you can then use DOS
to copy/append i t  to your ex-
isting Prin t  Shop graphic file.
After further editing you may
then p rin t  the composite docu-
ment using the Print function
provided in  Print-Filer's editor.

Another possibility is to  keep
the graphics files separate from
the text and use your word pro-
cessor's 'embed fi le ' command
to insert the graphics into the
text a t the appropriate point. I
tried th is with  Atariwriter Plus,
but i t  mis in t e rp re t e d  t h e
graphics data  stream and got
th o ro u g h ly confused. T h i s
approach wo rke d  fi n e  w i t h
Mini Office 11. though.

ROTTWEILER!

Print-Filer is  a lso capable o f  handling
more complex editing tasks such as selec-
tively copying/overlaying p a rt  o f  one
graphic in to  another. Try this and you'll
suddenly realise some aspects of Print-Filer
are about as friendly as a Roftweller with
acute bellyache! I 'm not joking - you have
to manipulate the prin t  line data directly
in memory, and keep track o f  everything
yourself using hexadecimal addressing!
OK, so Print-Filer helps you do hexadecim-
al a rithme t ic a n d  hex-dec-hex conver-
sions, but fo r heaven's sake! It's almost as
bad as machine language programming!

Overall, Print-Filer is  a  good idea, and
with sk il l  and patience you can produce
good results with  i t  - particularly in  con-
junction with  Print Shop and Min i Office

I suspect it  may be just too complex for
the general user, but a ll you techie types
may find it a useful utility to have around.

PRINT FILER IS AVAILABLE
FROM RAMBIT PRICE L8.00 ,

New Atari Liser.Issue 42 3 3
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34 I s s u e  42 • New Atari User

Remember the ANALOG
magazine loader program
that most people use to load
machine language games?
Now you no longer need to use
it - Nick Higgs new program
HFXSAVER is twice as fast!
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code file and produce from it a self contained
BASIC program which can be used to type in the
file. It's chief use would be for the typing in of
machine code files.

When you run Hexsaver there are three simple prompts.

The first is I NP UT FI LENAME ID:
The cursor will be at the end of the D: and you simply complete

the filename of the file you wish to convert.

The second prompt is OUTPUT FILENAME 13:
Again the cursor is at the end of the D: and you simply complete

the filename of a temporary file to which you will LIST the BASIC
loader program complete with hexadecimal code.

The final  prompt is FI NAL PROGRAM'S  O UTP UT FI LENAME
D:AUTORUN-SYS
The cursor is on top of the the A of AUTORUN.SYS and if this is

the name of the file you want the BASIC program to recreate
then just press RETURN. If you require to use another name then
type over the filename AUTORUNSYS and be sure to delete an
characters remaining from that name.

When your have typed the three filenames HEXSAVER will read
in the file to be converted and then LIST the BASIC loader and
hex code to disk using the filename you supplied to the second
prompt. As each line of data is written the message WRITING
LINE xxxx will be displayed until the complete file has been
LISTed to disk. As the file is in LIST format you should resave it
by typing NEW and then ENTER [filename'. Once loaded the
program should be SAWA back to disk. If you use the same
filename as your temporary LIST file then that file will be
overwritten.

RECREATING PROGRAMS

In use HEXSAVER is extremely fast, checking your typing and
writing to disk as it goes and I hope that it  becomes the new
standard for type-in magazine programs. •

NEW ATARI USER is mightily impressed by this program
although its major disadvantage is that it cannot create
boot tapes. We  would like any contributors who submit
machine code listings for disk only to use HEXSAVER as
the BASIC loader. Authors will find it fast and easy to
use and readers will be delighted with its speed.
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CS
AS
LT
MT
NG
SU
L I
CZ
VS

JIM

HA

AM

E0

I L
OI

MI
8V
MG

SN
PD
OM

GU

CA

MB

NA

CU

UM

AN

KP

WI

( O U T S ) )
AU 3 4 0  ?  : 4 2 ; L I N E O U T S , " ; S T R S ( c H K s u m )
PM 3 5 0  G O TO  2 8 0
I A  3 6 0  C H I C 5 U M = U s R C 1 5 3 6 , A D R ( L I N E S ) . A A R ( L I N

[ O U T S ) )
0H 3 7 0  ?  # 2 ; L I N E O N T S C I , c ( p O S I - P 0 S 4 1 ) 0 1 2 3 ) ;

";S TRS CCI O NS UM)
O i  3 8 0  E N D
TD 3 9 8  7  1 1 2 ; " 1 0  D I M  L I N E S ( 8 0 ) , L I N E A U T S C 4 0

) : O P E N  U 1 , 8 , 8 , " ; C H R S C 3 4 1 : P R O G F I L E S ; C A R
$t 3 4 1

XR 4 0 0  ?  U 2 ; " 2 0  L I N E = 9 9 0 : T R A P  1 0 0 : G 0 5 4 1 8  2
0 0 "

OK 4 1 0  7  U 2 ; " 3 0  L I N E S ( 1 ) " ; C H R S ( 3 4 ) ; " 0 " ; C
H R S ( 3 4 ) ; " : L I N ( S C 8 8 ) = " ; C U P S ( 3 4 ) ; " 0 " ; C A R
S C 3 4 1 „ : " I L I N E 5 C 2 ) = L I N E S " ;

NM 4 2 0  ?  1 1 2 ; " : L I N E A U T S = L I N E S C 1 , 4 0 ) "
L I  4 3 e  ?  u 2 ; •
,
4 1 .  
L I N E z 1 I
N E 8
-
1 0 : R E A D  
L I
N E
S ,
C

HK5 UM:7  " ; C H R S E 3 4 / R M 4 S 3 M 3  L I N E  " ; C H
R S ( 3 4 ) ; " ; L I N E "

AK 4 4 8  7  U 2 ; " 5 0  C A K = U S R ( 1 5 3 6 , A D R ( L I N E S ) , A
D R C L I N E A U T S ) ) "

AU 4 5 8  7  U 2 ; " 6 8  G O S UB 3 0 0 : 7  U l ; L I N E A U T S C I
, L E N C L I N E S 1 / 2 ) ; : G O T O  3 8 •

OE 4 6 8  ?  D 2 : " 1 0 0  ?  U i : C L O S E  N I A ?  " ; C H R S ( 3
4 ) ; "W O RKE D O K A Y  I  ,
; C N R 6 C 3 4 2 ; " :
E N D "

EN 4 7 0  7  U 2 ; " 2 0 8  F O R  A = 1 5 3 6  T O  1 6 5 8 : R E A D
D:P AKE  A , D : N E N T  A : R E T U R N "

DM 4 8 0  ?  1 1 2 ; " 2 1 0  D A T A  2 1 6 . 1 0 4 , 1 8 4 , 1 3 3 , 2 0 4
, 1 8 4 , 1 3 3 , 2 0 3 . 1 0 4 . 1 3 3 , 2 0 6 , 1 0 4 , 1 3 3 , 2 0 5 , 1
6 9 , 0 , 1 4 1 . 1 2 7 , 6 , 1 4 1 "

NA 4 9 0  ?  U 2 1 " 2 2 8  D A T A  1 2 8 , 6 , 1 6 0 , 2 5 5 , 1 4 0 , 1
2 5 , 6 , 1 4 8 , 1 2 6 , 6 , 1 7 3 , 1 2 6 , 6 , 2 0 1 . 3 9 , 2 0 8 , 1 1
, I 7 3 , 1 2 7 , 6 "

CE 5 8 0  7  1 4 2 ; " 2 3 0  D A T A  1 3 3 , 2 1 2 . 1 7 3 . 1 2 8 , 6 , 1
3 3 . 2 1 3 , 9 6 , 1 7 2 , 1 2 5 , 6 , 2 0 0 , 1 4 0 , 1 2 5 , 6 . 1 7 7 ,
2 0 3 , 3 2 , 1 1 1 . 6 "

EA 5 1 0  ?  U 2 ; " 2 4 8  D A T A  1 0 , 1 0 , 1 0 , 1 0 , 1 4 1 , 1 2 3
, 6 , 1 7 2 . 1 2 5 , 6 , 2 0 0 , 1 4 0 , 1 2 5 , 6 , 1 7 7 , 2 0 3 , 3 2 ,
1 1 1 , 6 , 2 4 "

TX 5 2 0  ?  U 2 ; " 2 5 0  D A T A  1 0 9 , 1 2 3 , 6 , 1 7 2 , 1 2 6 , 6
, 2 0 8 . 1 4 8 , 1 2 6 , 6 , 1 4 5 , 2 0 5 . 2 4 , 1 8 9 , 1 2 7 , 6 , 1 4
1 . 1 2 7 , 6 , 1 7 3 "

ET 5 3 8  ?  U 2 ; " 2 6 0  D A T A  1 2 8 , 6 , 1 0 5 , 0 , 1 4 1 , 1 2 8
, 6 , 7 6 , 3 0 . 6 , 9 6 , 2 8 1 , 5 8 . 1 4 4 , 4 , 5 6 , 2 3 3 . 5 5 , 9
6 , 5 6 , 2 3 3 , 4 8 , 9 6 "

NJ 5 4 8  ?  3 1 2 8 " 3 8 0  D I N E = P E E K ( 1 8 4 ) * 2 5 6 + P E E K C
1 8 3 1 "

E I  5 5 8  1 1 2 ; " 3 1 0  I F  L I N E O D L N E  T H E N  ?  " ; C
H R S ( 3 4 ) ; " 1 0 M A  " ; C H R S ( 3 4 ) ; " ; S T R S C L I N E ) ;
" ; C H R S C 3 4 1 ; "  1 DRO M UM M U" 'CURS C3 4 1 ; " : E ND"

I R  5 6 8  ?  U 2 ; " 3 2 0  I F  CHKS UMO CHI C T H E N  ?  " ;
C H R 5 ( 3 4 ) ; " 0 =  I N  D A T A  A T  L I N E  " ; C H R S
C 3 4 1 8 " ; S T R S C L I N E ) : E N D "

• •1 R E M
2 R E M  U  H E M  S AV E R
3 R E M  U  b y  1 1
4 R E M  U  N i c k  H i g g s
5 R E M  81 1 1
6 R E M
7 R E M  i t  N E M  A T A R /  U S E R  F e b r u a r y  9 0  U
8 R E M
10 D I M  I N F I L E S ( 7 0 ) , O U T F I L E S ( 7 0 ) , P R O G F I
L E S 1 2 0 ) , L I N E S ( 4 8 ) , L I N E A U T S C 8 0 1 , M C S C 4 2 1
, O S S ( 2 0 )
20  F O R  A L
-
1  T O  
4 2 :
R E A
D  
D A :
M C S
C A ,
A 1 z
C A R
S

( A A ) : N E X T  A
30 D A T A  1 0 4 , 1 6 2 . 1 6 , 1 0 4 , 1 5 7 , 5 / , 3
•
1 0 4 . 1 5
7
,
6
8
,
3
,
1
6
9
,
7
,
1
5
7
.
6
6
,
3
,
1
6
9
.
1
2
8
.
1
5
7
.
7
3
.
3

48 D A T A  1 6 9 , 0 . 1 5 7 , 7 2 , 3 , 3 2 , 8 6 . 2 2 8 , 1 6 2 , 1
6 , 1 8 5 , 7 3 , 3 , 1 3 3 . 2 1 3 . 1 0 9 . 7 2 , 3 , 1 3 3 , 2 1 2 , 9 6
58 L I N E O U T S ( 1 ) = C H R S ( 0 ) : L I N E O U T S C 8 8 1 = C H
R 5 ( 0 ) : L I N E O U T S ( 2 ) = L I N E O U T S : B 5 S ( I ) C H R S
( 3 0 ) 0 S S ( 2 0 ) = C H R S C 3 0 1 : 0 5 $ ( 2 ) . 7 . 0 5 5
6 0  T R A P  8 0 : P O K E  7 6 4 , 4 4
78 ?  C H R S C 1 2 5 C H R S 1 2 0 ) ; C H R 5 C 2 1 1 : "  I N P
UT F I L E N A M E  :  0 : " ; 0 S S C 1 , 2 1 ; : I N P U T  U 1 6
; / N F I L E S : O P E N  U 1 , 4 . 0 , I N F / L E S : G A T O  9 0
8 0  GOSUO 5 9 0 : G O T O  6 8
98 T R A P  1 1 8 : P A K E  7 6 4 , 4 4
108  7  C H R S ( 2 9 ) : C H R S C 2 9 1 ; "  O U TP U T F I L E N
AKE 8  0 :
-
;
8 5 5 ( 1
,
2 ) ; : I N
P U T  
e 1
6 ;
O U
T F
I L
E S

:OPEN U 2 . 8 , 0 , A U T F I L E S : G O T O  1 7 8
1 1 0  G O S UB 5 9 8 : G 0 T O  G O
1 2 •  T R A P  5 9 8
1 3 0  P O KE  7 6 4 . 4 4 : ?  " 4 4  F I N A L  P R O G R A M 'S "

"  O U TP U T F I L E N A M E  :  D : A U T O R U N . S V S " ;
0 5 5 c 1 , 1 3 3 ; : I N P U T  M 1 6 ; P R O G F I L E S
140  F O R  A z 1 5 3 6  T O  1 6 8 2 : R E A D  D A : P O K E  A ,
DA:NE X T A
158  D A T A  1 0 4 . 1 0 4 , 1 3 3 , 2 0 5 , 1 0 4 , 1 3 3 , 2 0 4 . 1
0 4 , 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 , 2 0 6 , 1 6 9 , 2 5 5 , 1 4 1 , 1 4 5
. 6 . 1 6 0 , 0
1 6 0  D A T A  1 4 0 , 1 4 6 , 6 , 2 3 8 , 1 4 5 , 6 , 1 7 3 , 1 4 5 , 6
. 2 8 1 . 4 0 , 2 0 8 . 1 . 9 6 . 1 7 2 , 1 4 5 , 6 , 1 7 7 , 2 0 4 , 3 2
1 7 0  D A T A  6 6 , 6 , 1 7 2 , 1 4 6 . 6 , 1 7 3 . 1 4 3 . 6 . 1 4 5 ,
2 0 6 , 2 0 8 , 1 4 8 , 1 4 6 , 6 , 1 7 3 , 1 4 4 . 6 . 1 4 5 , 2 8 6 , 2 0

188  D A T A  1 4 0 , 1 4 6 , 6 , 7 6 , 2 3 , 6 . 1 4 1 . 1 3 0 , 6 . 4
1 , 2 4 0 , 7 4 , 7 4 , 7 4 . 7 4 . 1 4 1 . 1 4 3 . 6 , 1 7 3 , 1 3 0
1 9 8  D A T A  6 , 4 1 , 1 5 , 1 4 1 , 1 4 4 . 6 , 1 7 3 , 1 4 3 , 6 , 3
2 , 1 3 1 , 6 , 1 4 1 , 1 4 3 . 6 . 1 7 3 , 1 4 4 , 6 , 3 2 , 1 3 1
2810 D A T A  6 . 1 4 1 , 1 4 4 , 6 , 1 6 9 , 0 , 1 3 3 , 2 1 2 , 1 3 3
, 2 1 3 , 1 6 8 , 2 4 , 1 6 5 , 2 1 2 , 1 1 3 . 2 0 4 . 1 3 3 , 2 1 2 , 1 6
5 , 2 1 3
218  D A T A  1 0 5 . 8 , 1 3 3 , 2 1 3 , 2 8 8 , 1 9 2 , 4 0 , 2 0 8 ,
2 3 8 , 9 6 , 1 , 2 0 1 . 1 8 , 1 4 4 . 4 . 2 4 . 1 0 5 , 5 5 , 9 6 , 2 4
220  D A T A  1 8 5 , 4 8 , 9 6 , 4 8 , 4 0 . 4 0 , 8 0

RD 230  D I M  A S C 2 0 0 0 0 1 : A 0 C 1 / = " 0 " ; A 5 C 2 0 0 0 0 8 7 . LA 5 7 8  7  1 1 2 ; " 3 3 0  R E T U R N "
" 0 " : 1 8 $ ( 2 ) = A S ZA 5 8 0  R E T U R N

BK 249  ?  " 4 4 L O A D I N G  " ; I N F I L E O VF 5 9 8  T R A P  5 9 0 : P O 5 I T I O N 2 , 1 8 : 7  •  ERR R  1
FM 258  I N = U S R C A O R C M C S ) , A D A C A 8 2 ) : 0 8 = A e t i , L I N 6 0 0  I F  P E E K C I 9 5 1 z 1 6 2 THEN 7  E R R O R  D I S

N) •K H A S  N O  F R E E  S E CTO RS
AZ 2 6 8  GASUIS 3 9 0 CD 6 1 0  I F  P ( E K C I 1 5 ) = 1 6 5 THEN ?  E R R O R  I N
GA 278  L I N E = 1 9 0 : P O 5 =

-
3 0

ABOVE F I L E N A M E  CHARACTE RS  •
81. 288  L I N E = L I N E 8 . 1 0 : ?  " f f J ) 9 H M M  L I N E  " ; L I N v v 6 2 0  I F  P E E K 1 1 9 5 ) = 1 6 9 THEN ?  "  ERROR D I S

K MO RE  T H A N  6 4  F I L E S
JJ 228  ?  u 2 ; 5 T R S ( L I N E ) ; "  D A T A  " ; MP 6 3 8  I F  P ( E K C 1 9 5 ) = 1 7 8 THEN ?  A 8 0 V  F I L
I P 300 L I N E S ( L ) = C H R S C O ) : L I N E 8 ( 4 0 ) = C H R S t 0 ) E N O T  FO U N D

: L I N E 8 ( 2 ) = L I N E S MU 6 4 8  P O S I T I O N  2 , 2 2 7 N I T  A  Y  K E Y  A N D  T
OV 310  P O 5 = P 0 5 . 8 4 0 : P O S I L

-
P O S 4 4 0 : I F  
P O S I > L E N

HE T R Y  A G A I N
(AS) T H E N  P O S I = L E N C A S ) : L I N E S m A S ( P O S , P 0 PM 6 5 8  P O KE  7 6 4 , 2 5 5 : C L O S E  1:11:CLOSE 8:12
5 1 ) : CO TO  3 6 0 JO 6 6 0  I F  P E E K ( 7 6 4 ) = 2 5 5 THEN 6 6 0

LT 3 2 0  L I N E 5 = A S ( p 0 5 , P 0 5 1 ) NA 6 7 0  P O KE  7 6 4 , 2 5 5
NU 338 C H X 5 U M = U S R C 1 5 3 6 , A D R ( L I N E S ) , A D R C L I N ZS 6 8 0  R E T U R N

•
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ing for the absence of this column for the
past two issues. This was unfortunately un-

avoidable, and I hope I haven't lost too many
people because of it. Anyway, thanks to those of
you who have stuck with the articles - I have had
a surprising amount of mail, which only goes to
show what a sizeable following both the lan-
guage and the 8-bit machine still have. I still
have a few people to reply too - I will get round
to it, as I try to reply to everyone's letters.

LETTERS

Andrew Stephenson from Knottingley in York-
shire sent a very interesting letter singing the
praises of Turbo Basic. As he points out, the
language has all the extra features, yet leaves
the programmer more memory than the old
basic. Andrew was interested in finding out if  he
could write a program in TB, compile it, and
then distribute it to interested parties, along with
the runtime unit, without infringing copyright.
I'm happy to say that you are perfectly at liberty
to do this - in fact, the entire Turbo Basic lan-
guage package can be frefly distributed without
copyright infringement, as long as this is done
without profit to the person doing the distribut-
ing. In other words, as long as you don't charge
people for the programs (apart from a nominal
copying amount, or the price of an SAE), you are
free to distribute them as you wish - in fact, this
helps to spread the language, so more people get
to hear about it. If Andrew, or anyone else for
that matter, lets me know about programs they
have written that they think may be of interest to
others, then I will be more than happy to puss
on this information to other readers.
Nigel Edwards from Leighton Buzzard kindly

send me a disk of programs as well as a listing.
He had trouble trying to get a couple of prog-
rams from Stephen Williamson's excellent
Machine Code Library to work under Turbo, so
set about writing the code to correct this. The
article in question was in the 1UNE/IULY issue,
and dealt with the loading and saving of screens
to disk. As I have included a somewhat simpler
program in a similar vein here, I've decided not
to include his program, however if you are in-
terested drop me a line and b e  happy to send
o copy of his program.
lames Easter, among others, noticed another

deliberate(1) mistake in Issue 39 - I stated at one
point, incorrectly, that the hexadecimal digits A
through F corresponded to the decimal numbers
11-16. This is WRONG, and as I mentioned later
on, A actually equals 10. B is 11, C is 12 and so

on. Apologies for any confusion.
Finally, Mr•X from Toytown asked about some of the commands

which I hope to explain this issue, as well as including some very
useful programming aids written for Turbo Basic. These arrived
too late to be included in this issue, but I ' ll try and include them
next time.
I'll try and finish off my tour of Turbo Basic this time with a

look at all those commands that I've missed out in previous
issues, along with a summary of where and when I covered the
others_

C OMMA N D  ENHANCEMENTS

D I M ;  As well as providing us with enhancements to the origin-
al Basic, TB also modifies and improves on some of the earlier
language's commands. The first such command is DIM, and has,
as before, the format:

DIM A(10)

DIM a (n )

or

DIM a V n )

where a is a real variable, o$ a string name, and n an integer. In
old Atari Basic, this command merely set aside space for the
array in memory, without bothering about the contents of that
memory. In TB. the DIM statement allocates the space, and also
CLEARS each of the elements in the array. In the case of a
numeric array, the elements become zero, and with a string, the
elements become null characters (ASCII value 0). For example:

sets aside space for 10 elements, as well as setting A(I),A(2)
A(10) to have value zero.

I N P U T :  How many times have you had to first print a prompt
onto the screen, and then have another statement to get the
response from the user. lithe  answer is 'many', then the mod-
ified 'INPUT' command will come as a boon. As well us acting as
it did before, you can also have on optional string of text before
the variables:

INPUT "This is a prompt> '';a,13,c

The text string is printed, and the cursor appears immediately
after the string where you can type in the values required. For
example:

INPUT Please type in a number "  ;NUM

will prompt for a number, which will be stored in the variable
NUM.



GET A N D  P UT: Whilst on the subject of output, it's perhaps
worth mentioning the command PUT, which can now be used to
display a character on the screen, by specifying its ATASCH
number. For example:

EX OR 4 0 01 R E M

MT 2 R E M  i d T U R B O  B A S I C OD 4 1 0 PROC S A V E
CZ 3 R E M  U  S a y i n g  a n d  L o a d i n g CZ 4 2 0 START=DPEEKCOOT
02 4 R E M  U  G r a p h i c s  S c r e e n s  U OG 4 3 0 OPEN U 1 , 8 , 0 , N A M E S
ME 5 R E M  U  b y HeT 4 4 0 OPUT U1 , S TART, NUM LAI V TE S
VT 6 R E M  U  G o r d o n  C a m e r o n KO 4 5 0 CLOSE U 1
HE 7 R E M  U UV 4 6 0 ENDPROC
UK 8 R E M  U  NE W  A T A R /  U S E R  F e b r u a r y  S O  U PP 4 7 0
FF PH 4 8 89 R E M
OM 100 R E M WU 4 9 0 PROC L O A D
DX 1 2 0  G O U M A I N CW 5 8 0 5 TA R T= D P E E K ( 8 8 )
OU 1 3 0 NU 5 1 0 OPEN 1 4 1 , 4 , 0 , N A M E S
OW 1 4 0 YZ 5 2 0 BGET U 1 , 5 T A R T , N U M _ B Y T E 5
OE 1 5 0  P RO C S E T U P KN 5 3 8 CLOSE U l  -
ZS 1 6 0  D I M  N A M E S ( 2 0 ) UU 5 4 0 ENDPROC
LL 170  D I M  B L A N K S ( 1 2 0 ) PC 5 5 0
FJ 1 0 0  O L A N K = A O R ( B L A N K S ) PE 5 6 8
JH 198  F O R  L 0 0 P = 4 1  T O  1 2 0 : 1 5 LANKS CLO 0 P ) EJ 5 7 0 PROC DRAW

C M R S ( 4 0 ) : N E X T  LO O P AM 5130 G RAPHI CS 2 4 : C O L O R  1
UJ 2 8 0  N A M E S = " D I T E S T . P I C " AS 5 9 0 TEXT 1 3 7 . 1 4 1 , " P A G E  6 "
KG 2 1 0  N U M _ B Y T E S = 3 2 0 N 1 9 2 / 8 00 6 0 0 FOR L O O P = 1 6  T O  1 6  S T E P  1 2
VO 2 2 0  E NDP RO C EM 6 1 0 CI RCLE  1 6 0 , / 6 , 1 0 0 P
OV 2 3 0 PG 6 2 0 CI RCLE  1 6 0 , 9 6 , L O O P , L O O P + 1 2
OX 2 4 0 D I 6 3 0 CI RCLE  1 6 0 , 9 6 , L O O P + 1 2 , L O O P
GK 2 5 8  P RO C W A I T ZX 6 4 0 NEXT LO O P
UK 260  W H I L E  I N K E Y S : W E N D We 6 5 0 ENDPROC
We 2 7 0  E NDP RO C PF 6 6 0
PP 2 8 0 PH 6 7 9
PH 290 WZ 6 8 0 U M A I N
FE 300  P RO C W I P E AG 6 9 0 EXEC S E TU P
UJ 3 1 0  F O R  L 0 0 P = 8  T O  7 6 8 8  S T E P  4 8 AM 7 0 0 EXEC DRAW
I D 320  M O V E  O L A N K , S T A R T . L O O P , 1 2 0 Z1.0 710 EXEC S A V E
ZS 3 3 0  N E X T  LO O P OX 7 2 0 TEXT 1 3 7 , 9 4 , " S A V E D ! "
00 3 4 8  F O R  L 0 0 P = 7 6 0 0  T O  0  S T E P  - 4 0 CD 7 3 0 EXEC W I P E
I J 350  M O V E  B L A N K , S T A R T + L O O P , 1 2 0 DC 7 4 0 EXEC W A I T
ZS 3 6 0  N E X T  LO O P SP 7 5 0 TEXT 1 1 0 , 1 4 „ " . . L O A D I N G . . "
VG 3 7 0  T E X T  1 1 0 , 9 4 , P R E S S  A  K E S " TG 7 6 0 EXEC L O A D
WO 380  E NDP RO C CR 7 7 0 TEXT 1 2 S , S 4 , " E l l  V O I L A ! "
P I 3S8 OK 7 8 0 EXEC W A I T •

PUT 85

prints the character 'A on the screen, and is in fact identical to
doing PRINT "A". It is useful for displaying control characters in
a shorter, simpler way. just remember that anywhere you see
PRINT CHRS(n), you can now replace it with PUT n. Hence, PUT
125 clears the screen.
GET is the opposite of PUT (surprisingly enough!) and is a
simple way of waiting for a key press, and then storing the key
pressed, without needing to worry about opening and closing
channels, as you had to in Atari Basic. So:

GET WHICH_KEY

will store the value 65 in WHICH_KEY when 'A' is pressed on the
keyboard. This is equivalent to doing something like: OPEN #6,
4, 0, "K:": GET #6, WHICH_KEY: CLOSE #6. Given the choice,
which would you use!

LIST, DEL, SOUND and CLOSE: Also conveniently,
LIST has been modified so that you can list program lines from
a certain line to the END of the program, even if you don't know
what the last line is. For example:

LIST 100,

will list all the lines from line 100 to the end of your program.

If you're feeling destructive, then you can delete multiple lines
in one swift blow. In this case, there is no original command to
do a similar job, so TB introduces a new keyword, DEL, which
you can use to get rid of bits of program. 'DEL START,STOP' will
delete all the lines between START and STOP. So:

DEL 10,100

deletes all the lines between 10 and 100 (inclusive). This saves
you the trouble of tediously typing 10 then 20 then 30 a n d  so
on ad nauseum!

A couple more modifications are made to the keywords CLOSE
and SOUND. If you use the word CLOSE on its own in a

continued overleaf
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program, it  now closes ALL 7 channels (1-7). SOUND on its own
turns of all the sound channels.

PROGRAMMING OPTIONS
A few people have written in to say that they diskovered the

available commands as I did, with a disk sector editor! They
mention the commands *1_, *I' and *B, and wonder, as I did,
what they do. Well, all can be revealed!
When frank Ostrowski wrote the language, he 'altered' the

programming environment, and 'corrected' an anomaly of the
old basic, but left the programmer the option to revert to the old
system.
The most noticeable visual change is the indenting that TB

automatically induces in your programs. Although this is gener-
ally thought to be a good thing, you can revert to no indentation
by typing T o  switch the indentation back on, type '''1,4
2 o rthis is the default.

When you write programs and want to check for all possible
eventualities and/or errors you can use the TRACE command. In
Turbo Basic, including '*B' or '*B-4-' allows the BREAK key to
trigger the TRACE call i n  other words, the program doesn't have
to stop when you press BREAK. '*13-' switches this option off. You
can switch this feature on and off throughout the program,
perhaps enclosing a part of the program which you do not want
the user to stop in by ( i . e .  using the line '*B before
the bit of program, and a f t e r ) .

Finally, there is a bug in Atari Basic which means that FOR
loops which 'go backwards' execute at least once. So:

FOR A=5 TO 1: PRINT "This is an erro r 1 I " : NEXT A

would print the error message even although the loop shouldn't
really execute at all! Using o r  c o r r e c t s  this bug, but if
you really insist that this bug is a feature, then w i l l  return
you to Atari Basic style loops!

38 I s s u e  42 - New Atari User

DISK I / O
The BPUT and BGET commands are useful additions to the

programmers library, and I've included a short program which
shows how they can be used to load and save a Gruphics 8
screen. The format is 'BPUT #N,ADDRESS,HOWMANY' and this
writes 'HOWMANY' bytes from memory address 'ADDRESS' on-
wards to channel 'N'.
BGET operates in a similar fashion ('BGET tiN,ADDRESS,HOW-

MANY'). This reads 'HOWMANY' bytes from channel 'N' into the
memory address 'ADDRESS' onwards.
These two commands are convenient for writing blocks of

memory to disk, tape or memory (including screen memory, as
shown in the accompanying listing). BGET and BPUT are actual-
ly useful shorthand. For example:

SHIT *1 ,DPEEK(88),100

and

FOR A=0 to 99: PUT #1,DPEEK(88)+A: NEXT A

do the some thing, namely writing 100 bytes from screen mem-
ory to Channel 1.

ODDS and ENDS
A few more commands will finish up this five part introduction

to Turbo Basic. These, together with the others I've tried to
describe, should hopefully leave you with a wealth of features to
use in your own programs.

PAUSE:  Rather than have empty loops,like

FOR A=1 to 10000: NEXT A

to cause delays in your program, a command 'PAUSE' is avail-
able. 'PAUSE HOWMANY' will stop the running of your program
for HOWMANY/50 seconds. So:

10 PAUSE 500

will stop your program at line 100 for 5 seconds.

I N S T R  a n d  U I N S T R :  These are somewhat strange com-
mands in that they do not appear in many languages. Usually,
you have to write a procedure to do this for yourself, but Turbo
gives you two ready written routines. What do they do? Both
commands allow you to find a small string inside a larger one.
For example, the string "Future is Promises" contains the sub-
string "Promises". Basically, what these commands do is to find IF
a smaller string is contained within another, and if so, where
that string starts. An example should serve to explain. Say we
have a string variable TESTS, and:

TESTS' test"

Then, the command:

PRINT INSTR(" This is a test" ,TESTS)

would print out the value 11, as this is where the smaller string
("test') appears in the larger one ("This is a test'). However, if  the
smaller string is NOT present, then

PRINT INSTR("This will re turn  zero" ,TESTS)

will print out the value 0, us 'test" does not appear in the target
string. More generally,

1NSTR (B IGS . ,=L E S )

will look for the string LITTLES in BIGS and, if  it is present, will
give a number which tells you where the substring occurs, or will
give 0 if it is not present.
This might all seem gobbledegook, but try it to get the hang of

the command, and you'll be surprised how simple and useful it
is. After experimenting, you'll probably find out that INSTR
doesn't check for words of different case (capitals and small
letters). So:

PRINT rN s r l i c  This is a test" , "TEST')

will print zero, as the word 'test' is in capitals in the substring,
but lower case in the longer string.

The command UINSTR, however disregards the case of the
strings, so the earlier example will give the expected answer of
11 if  you replace INSTR by UINSTR. You can, in  addition, also
add a number to the 'arguments' that INSTR and UINSTR take.



For example:

PRINT LTINSTR ('Th is is a test, so it  is" " I S " )

will print out 6 (the first occurrence of "is"), whereas

PRINT UINSTR ( "This is a test, so it  is" , "IS" ,10)

will print out 23 (the position of the 2nd occurrence of "is"). The
number 10 tells the computer to only look at the big string after
the 10th letter. In general:

INSTR. (BIGCLITTLES,N)

will look for UTILES after the Nth letter in BIGS.

Don't worry if you don't follow this completely - practise, and
you'll quickly become expert!

T I M E  a n d  T I ME S :  Phew !! The last two commands - and
abOUt time(sic!). As you would expect,

A=TIME

stores the time in variable A. but in  a numerical format,
whereas,

A.$=TIMES

stores the time in a readable fashion in AS. This is only really of
use if you either set the time beforehand, or have a built in clock
card. The TIME function, however, can be used to time how long
a bit of your program takes. For example:

Start of your program

1000 A=TEME
T h e b i t yo u wa n t t o t ime

9000 PRINT (TIME-A)

will print out on the screen how long it took the computer to
execute the program lines between 1000 and 9000. Simple, eh!

FINISHING OFF

Well, I've made it. I'm sorry if the above seems a bit of a
muddle, but I felt I had better complete the picture, so to speak_
You now know as much as I do, so I'll have to watch what I say
from now on and not let any errors creep in!! The accompanying
listing is a short demonstration which saves a GR.8 screen to
disk, and then loads it in again. It should be easy enough for you
to use the save and load routines within your own program, with
very few changes - I hope you find it useful. Table 1 shows which
commands I've covered, and in which issue I explained, or tried
to explain, them!
That about rounds things off for another couple of months so, us

ever, all that remains is for me to ask you to write in with any
suggestions, comments, or programs you wish to pass on. From
now on, I will have to rely more heavily on your ideas, so pleast.
do get in touch - I will do my best to reply. Finally my thanks to
Andrew and Scott for help with the article.

Write to GORDON CAMERON,
c/o 13 Muir Bank, Scone, Perthshire, PH2 6SZ

TURBO BASIC COMMAND SUMMARY

4 Command U s a g e

and

•B
•F
•L
BGET
BLOAD
BPUT
DRUM
CIRCLE
CLOSE
CLS
DEC
DEL
DELETE
DIR
DIM
DIV
DO. LOOP
()PEEK
OPOKE
DUMP
ERL
ERA
EXEC
EXIT
EXOR
ECOLOR
FILLTO
FRAC
GET
GOO
GO TO
HEXS
IF. ELSE.
ELSE
ENDIF
IN KEYS
INPUT
IN SIR
LIST
LOCK
MOO
MOVE-MOVE
ON. .EXEC
ON .W1
PAINT
PAUSE
POP
PROC END-
PROC
PUT
RAND
RENAME
RENUM

--
AIB
AandB

•FI-I
•EI-I
8GET A , B
BLOAD FILES
BPUT aN,A,B
BRUN FILES

CLS
DEC(HEXS)
DEL AB
DELETE FILES
DIR PATHS
DIM Aill),ASIN)
A DIV B

CIPEEK(X1
CIPOla X,Y
DUMP
ERI
ERR
EXEC PROCNAME
EXIT
A EXOR B
KOWA A
HMO X.Y
FRAC(A)
GET A
GOO LABEL
GO TO N
HEXS(DEC)

INKEYS
INPUT AS;A.B
INSTR(AS.BS(,CI)
LIST LINE,
LOCK FILES
A MOD B
MOVE A,B,C
ON A EXEC B,C,I)..
ON A G U A1,A2..
PAINT X,Y
PAUSE X
POP
PROC NAME END-
PROC
PUT X
RAND (X)
RENAME AS.BS
REHM A,B,C

Description i s s u e

Generates an entire line of • comments
Bitwise OR (A OR B)
Elitvelse AND IA AND 8)
LABEL Sets a label called LABEL
Enable/Disable BREAK key trap
InataeiDisable loop Correction
Enable/Disable indentation
Stores B bytes from channel N at A
Binary load (DOS option L)
Copies B bytes to channel N from A
Binary run (DOS option L RUN)

CIRCLE X,Y,Z11,Z2I Circle at lx,y) with radii Z1 and Z2
CLOSE C l o s e s  all channels 1-7

Clears the screen
Decimal value of Base 16 HE/3
Deletes all lines from A to
Deletes file(s)
Displays file directory
Sets elements to zero(A) or null(AS)
Integer division of A by 8
Loop between DO and LOOP - see article
Same as PEEK(X)4256•PEEK(ki1)
Y (up to 65536) stored in X and X.
Display values of all variables
Line where last error occurred
Value of last error
Executes procedure PROCNAME
Exit from a DO LOOP
Bilwise Exclusive-Or
Sets fi ll colour to A
Fills area which contains (X.Y)
Gives the fractional part of A
Stores ASCII of key pressed in A
Jump to line with LABEL
Same as GOTO N
Converts decimal DEC to Base 16 string
IF (condition) THEN do something
do something else

Returns key pressed or null
Prompts with AS for A and El
Find BS in AS Istarting at Cl
Lists lines from LINE to end Di prog
Locks files on disk
Remainder alter A DIV 8
Copies C bytes from A to B l• for reverse)
Execute B,C.D depending on value of A
Go to label Al or A2 depending on A
Fill area which has (X,Y) in it
Pauses for (Xt50) seconds
POPs runtime stack for loops
Defines a procedure called NAME

N.B. i l l  Arguments is square brackets denote optional arguments
(2) The s y ntax  indicates a block of program, perhaps split over several
different lines

36
39
39
37

This
This
This
This

36
This

36
38

This
38
39
39
35
36

This
39
36
38
38
37
38
38
37
36
39
38
38
39

This
37
37
39
36

39
This
This
This

36
39
3B
37
37
38

This

37

Prints the character with ASCII val X T h i s
Gives p-random number between 0 and X - -
Rename file(s) AS as BS 3 6
Renums prog from A to become B with 3 6
gaps of C
Repeats code until condition GONG true 3 6REPEAT UNTIL REPEAT UNTIL

COMO
SOUND S O U N D  S w i t c h e s  off all sound channels T h i s
TEXT T E X T  X,Y,AS D i s p l a y s  text on graphics screen (X.Y) 3 8
TIME T I M E  R e t u r n  numeric value of clock time T h i s
TIMES T I M E S  R e t u r n s  string value for time T h i s
TRACE T R A C E I - I  W i l l  display lines as they run 3 7
TRAP T R A P  LINEN° O n  error, computer goes to LINEND 3 8
TRUNC T R U N C  IA) W h o l e  number part of A 3 9
UINSTR UI NS TR(A S , B S I . CS I )  As INSTR, but case independent T h i s
UNLOCK U N L O C K  FILES O p p o s i t e  of LOCK 3 6
WHILE. WEND WHILE W h i l e  condition CON° met, code repeated 3 6

CONO..WEND
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• Mark Hutchinson's

RANDOM NOTES I
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Les. This list gives you 167 telephone numbers, baud
rates etc, in America to choose from. Please let us know

how you got on. Oh yes, an SAE for the list would really be
appreciated. I f  you come across any good public domain prog-
rams it would be nice to add those to the PAGE 6 library.
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you may have heard of, the TT, Folio and Stacy. But
when did you last hear of the ATARI Transputer Work-

station? Sales have been slow but steady and sometime in the
new year ATARI will be bringing out a new version with 'go
faster' chips. I huve not heard anything official about the 8-bits
though. However, one of our readers is busy trying to persuade
me to upgrade my system to 320K, OS card etc. I wonder, does
Santa know bow good a boy I was this year?
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come in handy for me! Hands up those who heard about a
disk controller for the 8-bit that will allow you to run 1 MEG

ST drives. Nice as this may be I would much prefer to work on
the 8-bit disk format than try to unscramble an ST file using FAT!
Did anyone get to see the G.O.S. cartridge? It sounds fun if you
fancy a WIMP on the 8-bit. There is word of an American
interface for ST drives that uses the parallel port, making things
a lot faster. Still, copying a disk that is 760K in size could be time
consuming.
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8:16 board that allows emulation of the PC as well as
Commodore and Apple. ALL for $150! That would allow

you to use Wordstar.- if  you are a masochist! Over here Simon
Trew of Stevenage is supposed to have written a true 80 column
device handler. How about it Simon, fancy giving us a review?
Alan Norman from Hatfield, for one, would really enjoy it. I
have to thank Gavin Moran for all this information and yes, I
would like to see your system in action. I might even go ahead
with the upgrades on my system.

n issue 41 I wrote about a five line program that was sent in

/
to us and said it reminded me of a child's toy which I could
not remember the name of. Lo and behold,

Derek Thompson has a program published in the next issue
called 'Spiro'. I believe the toy was a Fisher-Price production
called 'Spirograph'. Peace of mind at last.
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took me to task over a paragraph about software
houses. He would like to see 'Raiders of the Lost Ark'

and 'The Hobbit' appear for the 8-bit. I am not too sure when the
next reader survey will be taken, but it would be nice to have
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another question included; "What program would you dearly like
to see for your 8-bit?"
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to write to me with solutions about the 130XE keyboard.One
solution came from John Hurdle who sent a copy of an old

Atari User Mailbag page. This describes the problem of corrosion
as being caused by the SV line feed for the function keys. The
solution is to change a resistor and clean up the contacts. I will
sort them all out and let you know how I got on.
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New Computer Express is not really such a bad chap. I
did not know anything about this until I read it in PAGE

6. I wish I had read the article but then I never knew NCE
existed. I will not get involved in this issue but it is nice to see
comments about dubious firms. Please let us know if you come
across any shady dealers.
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processing. If you would like to help me out I would
appreciate any hints or tips about Atariwriter or STWriter.

I will be explaining a lot of the jargon involved so Les might split
this article into two parts. If so then perhaps hints and tips on
other word processors would not go amiss. There are a lot of
WP's being used now and I am sure that other readers would like
some help. I often get asked about various printers but as I use
only one (a Taxan Kuga P810) I cannot comment about others. I
would be great if  we could give you an up to date assessment of
current printers but, as the models change so quickly, this would
be a massive undertaking.
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about computing for a while. Unfortunately the new year
will see me spring cleaning the computer room and filina

everything away. I keep doing this in dribs and drabs but
somehow I think a concerted effort in January would not go
amiss. I hope that you have a more pleasant holiday to look
forward to.
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first published in 1990. It has been an interesting time
for me but, thanks to promotion and a career change, I

have had far less time to spend at home with my computers
than I would like. I found it  all too easy to just load in a
particular game and spend a few hours doing very little. That
game was solitaire cards and as it takes some thinking to
complete it is amazing how time passes. I hope that all our
readers had an enjoyable year and I hope that they continue to
support PAGE 6 (sorry, New Atari User - old habits die hard) next
year. Have a nice time.
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CLEVER PLAYER BEAT DRAGON
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f rom Act iv is ion? Well,
not  quite SHANGHAI

was ac tually  p roduc ed sever-
al years ago but  was  not  re-
leased in t he UK. I ronically ,  It
was manuf ac t ured in Britain
and exported for exclusive
sale on the Cont inent .  You
might never hav e seen it were
It not for Collisto Computers ,
who have kindly import ed it
back again!  The only  slight
drawbac k  is that  t he inlay
card is printed in German!
Shanghai is an anc ient  Chine-
se game of strategy. memory
and luck. It requires a collec -
tion of  144 'Mah-J ong tiles

title: S H A N G H A I
Publisher. Act iv is ion
Price: £ 6 . 5 0  disk
Players! Un l i mi t e d
Loading 1. 25 minutes

Rev iewed by Paul RIxon
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B.Ware release f rom
the 'Doe program-

mers who were also responsi-
ble for Darg, which is rev iewed
elsewhere in this issue. The
game is available on bot h
cassette and disk. but  y ou'v e
got to buy direct ly f rom
B Bytes.
This t ime it appears  that  a
mad Professor has got  a wee
bit carried away  with his
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taken to using the nearby  villa-
gers for ingredients! t infortun-

whic h are arranged into a pile
c al led the Dragon.  The players
take it in turns to remov e tiles
f rom the Dragon and the
g a me  ends when there are no
remaining tiles or no legal
moves. The Dragon is con-
structed f rom stacks of  tiles up
to fi ve layers high. The players
hav e on ov erhead v iewpoint .
but  c an dist inguish the dif fe-
rent layers by the colouring
and borders  of  the tiles. A t ile
c an  only be remov ed if it s  on
t op of  a stack and  has an
unbloc k ed pat h to the left or
right. Eac h of  the tiles has a
symbol.  and the objec t  of  the
g a me  is to remov e pairs of

tiles hav ing symbols that
mat c h.  If you need help.  t he
c omput er  c an highlight  all
the legal moves.
Tiles are remov ed by  'c lick-

ing'  an arrow s haped pointer
over them,  using either a
joystick or ST mouse.  The tiles
are small but  are very neat ly

ately,  he didn' t  ask t hem first
a n d  the remaining people of
t he v illage hav e infi lt rated the
Professor's cast le and taken
him hos tage in protest. Muc h
as y ou'd like to help rescue
the Professor, it  does  seem a
bit  on the dangerous  side for
a mere hunc hbac k  servant
c al led Gregor to deal with (I
d idn' t  write the plot ! ! ) so in-
s tead you dec ide to embark
on his last unfi nished projec t  -
t he Cybor-St ien monster,  What
y ou'v e got  to do  is collec t  all
t he various monster ports f rom

drawn in the highest  resolut ion
graphics.
A generous  helping of  opt ions

are accessed by  a series of
c lever pull-down menus  whic h
are also ideal for amaz ing
your ST-owning friends with the
power  of the 8-bit! The 'fi le'
menu inc ludes a save g a me
feature,  alt hough it didn' t
seem to work  when I t ried it.
The ' g a me  me n u  allows the
select ion of  four dif ferent  play -
ing modes  for one up to any
number  of  players. The most
interest ing mo d e  is 'Choi-

c ompe t e  to see who c an fi nd
the most  moves. Time limits
f rom ten to sixty seconds are
enf orc ed and points  are
a wa r d e d  for legal moves
ma d e  within that  limit.
Shanghai is, in my  opinion,  the

best non-arc ade g a me  I 've
rev iewed in this magaz ine and
full marks must  be awarded  to
Callis to for t ransforming
anot her ' g a me  you c an' t  get '
into one that  you can,  and  at
a very reas onable price too!
Very highly  r ec ommended

ARMS, LEGS, ANYONE?
t he ghost  inf ec t ed depths  of  a
dark,  dingy  and devilishly dan-
gerous  dungeon!  (oh dear! )
Get t ing bac k  to reality, what

we  hav e is basically  a plat -
form hopping.  pixel sc raping
mult i-screen arc ade game.
not  unlike a dozen others I
c ould ment ion.  There are
various problems  to c ont end
with as you search for the
pieces  of  the Cybor-St ien.  For
a start, there are skeletons
whic h pop  up out  of nowhere
and are almost  impossible to
avoid.  Then there are ghosts
whic h ore slightly more avoid-
able but  just as annoy ing,  plus
laser barriers, loc k ed doors
and fire pits! The graphics
aren' t  t oo bad  al t hough I 've a
feeling the author may  be col-
our blind,  and by all accounts ,
stone deaf  too!
Cybor-St ien is an ex t remely

frustrat ing g a me  as you
ac tually  hav e very litt le cont rol
other whet her your c harac t er

survives, or not.  There's no tell-
ing when a skeleton or ghost
will appear  and the lasers
seem equally  unpredic t able.
The only  way  out  is to switch
into ' c heat '  mode,  where you
b e c o me  immune to the
effects of  all nasties. Even
then, you c an still get  stuck in
a no-win situation! Hav ing ex-
per ienc ed the ending.  I 've
certainly  lit t le incent ive to
bot her with t he rest of  the
game.  G o o d  luck to the villa-
gers, that 's  what  I say!
Coming  soon, we ' re  told.

f rom B.Ware ore the Mutolds,
Return of  the Mutoids  III and
Alien Brain Eaters. Uurghh!
Wat c h this space if you dare!

Title: C Y B O R - S T I E N
Publisher: 13.Ware Software
Price: £ 5 . 9 9  disk/cass
Players: 1
Loading:  1 minut e (disk)
, Re v i e we d  by Paul Rixon

1
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1 G A M E STOP OF THE LEAGUE
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ball g a me  to beat  all t he
others' - and  let 's f ac e it,

there hav e been an awf ul lot
of others! But this one,  Cogni t o
tell us. is the 'ult imate'  in foot -
ball manager ia l  games.  So
how does it dif fer f rom the
rest?
Well,  KENNY DALGLISH SOC-
CER MANAGER stands out  by
the fac t  that  it relies ent irely
on the icon approac h  to play-
er interact ion.  Right  f rom the
start you are f ac ed with a
series of symbols - s ome more
obvious than others - and re-
quired to 'c lick ' an arrow cur-
sor over your chosen select ion1Title K E N N Y  DALGLISH

SOCCER MANAGER
Publisher: Cognit o
Price, £ 8 . 9 5  cass
Players: 1
Loading 1 9  minutes  (cass)

Reviewed by Paul Rixon
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y  in re-releases. This is
good  news for newer Atari
owners  as it means  that  they
c an now pick  up some of t he
best US Gold hits at  a f rac t ion
of the original cost. Ac c o-
lade's  HARDBALL is one such
g a me  whic h first appeared  on
the British market  in 1986.
Second t ime around,  it re-
mains one of  the finest sports
simulat ions in existence!
Hardball Is a s imulat ion of

Americ an baseball and it
does  help if you are already

42 I s s u e  42 - New AVari User

There are five choices on the
main screen al lowing you to
enter the boardroom,  pro-
c e e d  with the game,  load or
save mat c hes  and dec ide on
the amount  of  informat ion you
want  to see later on, You may
just want  to see the fi nal
scores or you c an v iew the
full-blown * mat c h highlights '
with graphic  goal replays plus
details  of substitutions and in-
juries as eac h mat c h prog-
resses.
In the c lub boardroom you

c an quiz the c hairman,  Physic).
Coac h,  Scout. Bank Manager
and  Ac c ount ant  for their
thoughts  on your progress. The

princ ipal opt ions  f rom the
main play ing screen al low
you to v iew details  of  the
f ort hc oming fixture and your
current  posit ion in the
league.  c hec k  the posit ions
a n d  ability  of  your squad.  sell
unwant ed players and pro-
c eed with the mat c h.  If you

ao A 411, a. AP . a .  a ,  Aso  A L  ea
, ! s
!
. . • • 4 1 .

1

familiar with the rules as the
instructions supplied are quite
brief. The game opens  with a
select ion screen where you
c an dec ide whet her to play
agains t  the c omput er  or a
human opponent ,  either at
home  or as a visitor and with
Or wit hout  a des ignat ed hitter.
From here you mov e on to the
Manager ' s  dec is ion screen
This shows you the selec ted
players for bot h t eams  with
details  of  their posit ions and
post perf ormanc e.  Below,
there ore various dec is ion op-
tions such as substitutions and

choose the lat ter opt ion you
are asked if you want  to
c hange  the players ' posit ions.
If you do,  an ov erhead v iew
of t he football pit ch appears
and  you c an p lac e the ten
players wherev er you want
t hem to go (the goalie
doesn' t  get  a choice,  of
course!). Depend ing on your
earlier select ion, you are next
inf ormed of  the mat c h result
or presented with full highlights
of  the big event .
There ore lots of icons to play

with and Cogni t o adv ise you
to adopt  a 'c lick  and fi nd out '

me t hod  of  learning how to
play. The instructions explain
all t he main opt ions  but  they
don ' t  tell you everything.  I ha-
v en' t  ment ioned the sound,
and  t hat 's  bec aus e there isn't
a n y  -  n o t  a  s i n g l e  b e e p !
Perhaps a n  appropr ia t e  t une
wouldn ' t  hav e  g o n e  a  miss in
a ' f u l l - p r i c e d '  r e l e a s e  St i l l ,
overall i t ' s  a  no t ab l y  un ique
a p p r o a c h  t o  a  m u c h  e x -
ploit ed g a m e  c onc ep t  a n d  I
think t h a t  any one  wit h a n  in-
terest in f oot bal l  will fi nd SOC-
CER MA NA G E R a  wort hwhi le
Investment

ON THE THIRD STRIKE
posit ion exchanges.
Play begins  with a screen de-

pic t ing the pitcher.  bat t er and
umpire in excellent  qualit y
graphics.  Underneat h there's
a status panel and,  to the
right, on inset plan of  the en-
tire pit ch showing the posit ions
of bat ters  on their way  around
the field. Using the joystick
controls displayed on-screen.
the pit cher selects a t ype of
pit ch f rom eight  possible
choices.  He then dec ides  on
the locat ion of  his pit ch and
the bat ter must  try to deter-
mine a corresponding loca-
t ion of  swing. The secret  f rom
the bat ter's  point  of  v iew is to
try and predic t  the type of
pit ch he's  going to receive,
and therefore whet her he
should strike or not. If he hits
the ball (it  c an take several
at tempts ! ),  the screen switch-
es to a half-split  v iew of the
field, al lowing joystick cont rol
of t he fielders as they  try to
c at c h t he bat t er 'out ' .  The

bat ter c an dec ide whet her or
not  to stop at  the various
bases. Again,  on-sc reen
prompt s  show you the possible
joystick responses.
The g a me  is a delight  to

wat c h  in the graphics  depart -
ment  - t he animat ion of  the
pitcher is superbly  done.  The
visual ef fects  are mat c hed  by
several t opic al tunes which
play  at  regular intervals and
are interspersed with suitable
sound ef fects of the nearby
spectators.
Hardball is anot her classic

that  shouldn' t  be missing f rom
any  games  collec t ion.  If it's
not  in yours. now's  the t ime to
mak e amends

Title • H A R D B A L L
Publisher: K i n
Price: £ 2 . 9 9
Players, 1 / 2
I .
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Reviewed by Paul Rixon
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TOP 10 CASSETTES

GAMES XL 'XE CARTRIDGES

TOP 10 ROMS

BUDGET CASSETTES

JOYSTICKS

Cass. D is k Cass. Disk

Smash Hits 7 6.99 Ms Pacman 12.95

Leaderboard 11 95 Tomahawk 1 1 .
9 5

Typo Attack 12.95 Nucleus 2.99
Summer Games . . .  ....... 12.95 Pinball COnSirliCtiOn Kit 9 9 5 Star Raiders 9.95 Up. Up & Away . 2_99
Gauntlet 2 99 Music Construction Ka  9 . 9 5 Skywriter 9.95 Cosmic Pirate 2.99
Smash Hits 1 -  7  (each) . . . . 6_99

9.95

Star Raiders I I 14 95 Cygnus XI 2 99
living Daylights
Trivial Pursuit

2 99 9  95
12.95 14 95

Loderunner
One on One Basketbail

14.95
14 95

Revenge 2
Last V8

2.99
2ADVENTURESTRATEGY

Mercenary Compendium 9.95 12  95 Cass D i s k Rattlezone 14.95 Grand Prix Simulator 299
Spy vs Spy Arctic Antics .
Spy vs Spy Trilogy
Fighter Pilot

4.99 6  99
8.95 9  95

10.95

Ballyhoo   9 . 9 5
Hollywood iiiihnx   9 . 9 5
Jimder   1 4 . 9 5

David's Midnight Magic (Pinball)
Archon
Rescue on Fractulas

14.95
14.95
14 95

Footballer of the Year
Mr Dig
180

2.99
2.99

2 9 9
Aztec 4,99 6 .9 9 The Pawn   1 4 . 9 5 Baliblazer 14.95 Whirtynurd 2.99
Polar Pierre 4.99 6  99 Lancelot   1 1 . 9 5  11.95 Blue Max 14.95 Warriors of Ras 2.99
Mr Robot 4.99 6 .9 9 Tine & M ao&   1 1 . 9 5  11.95 Defender 9.95 Tapper 2.99
Bela Lyrae 4.99 6 9 9 Lurking Horror   1 1 . 9 5 Galaxian 9.95 Twilight World 2.99
Hits Vol 1 4.99 6 .9 9 Ingrid's Back   1 1 . 9 5  11.95 American Football 9.95 Death Race 2.99
Boulderdash 2 2.99 6 .9 9 Guild ot Thieves   1 4 . 9 5 Tennis 9

9
5

Pro Mountain Bike Simulator 2.99
Aricanoid 9.95 Knight Oro   1 1 . 9 5  11.95 Moon Patro l 1 2 .

9 5
Spellbound 2.99

Trailblazer 9.95 Cloak of Death   2 . 9 9 Robotron 2084 12 95 Zaxxon 2.99
Solo Flight 8.95 11.95 The Golden Baton   2 . 9 9 Ms Pacman 12.95 Super Zaxxon 2.99
Silent Seivice
F-15 Strike Eagle .  ..... ....  ,

8.95 11.95
8.95 11.95

Alternate Reality City 1 4  95
Alternate Reality Dungeon 1 4 . 9 5

Joust
Final Legacy

1 2 9 5
12.95

Mad Ja i
War C o
.
p t o r

2.99
2.99

Spyhunter . . . . .  ................ ....
The Eidolon . . . . . .  ........... .,

6.99
9.95

Gunslinger . . . . . . . . . .  ..... 9  95
Eternal Dagger   1 4 . 9 5

Hero
Amer Raid

8 95
8_95

Space Wars
Speedrun

2.99
2.99

Mirax Force
Hacker
Rescue on Fractulas

2.99 8 .9 5
4 . 9 9 6 . 9 9

6.99

Saigon 3 Chess   1 4 . 9 5
Theatre Europe   1 1  95
War in Russia   1 6 . 9 5

Mega Mania
Dreadnought Factor
Pitfall 2

8.95
8.95
8.95

Astrodrord
InVaSICKI
Daylight Robbery . .  ........... .........

2.99
1.99
1.99

Ballblazer 6.99 Carrier Force   1 6 . 9 5 Designers Pencil 9.95 Spooky Castle 1.99
Rampage
Shoot 'em Ups . .

6.99
4.99

Battle of Antietam 1 6  95
Pan2er Grenadier   1 6  95

Rally Speedway
Miner 2049er

895
8.95

Molecule Man
Forbidden Forest

1.99
1.99..

Platform Perfection
spindizzy

4 99
2 . 9 9 6 . 9 9

Battlecruster   1 6 _ 9 5
Warship . . . . .  ,  1 6  95

Mr Cool
Eastern Front 1941

8.95
8.95

Cops & Robbers
Pothole Pete

1.99
1.99

International Karate 6.99 M e th Br igade   1 6 _ 9 5 Food Fiohl 8 .
9
5

Feud 1.99
Touchdown Football 6.99 Colonial Conquest   1 6  95 Crack Up 1.99
Spitfire 40
Draconus
Druid
Brian Clough's Football Fort,
Pooyan
American Roadrace . . ,  .

4 99  6 .9 9
6.95 9 .9 5
4.99 9 , 9 5
1395 12.95

4 9 9 4 . 9 9
5.99

Sons ot Liberty   1 6 _ 9 5
221B Baker Street   9  95
Jewels of Darkness   1 1  95
Vietnam   9  95
Conflict in Vietnam   1 1 . 9 5  14 95
Crusade in Europe   1 1 . 9 5  14.95

UTILITIES River Rescue
Crystal Raider
Storm
Gunlaw
frenesis .
Action Biker

1.99
1.99
1.99
1.99
1.99
1.99

ROM
Mini Office I I
Atari Write r 2 9 .
9 5Atari Writer Plus

Disk
18.50
29.95

Strip Poker
European Super Soccer .,

6.99
895  12 95

Decision in the Desert . . . . . . . .1 1  95  1 4 9 5
Colossus Chess 4    8 . 9 5  12.95

Macro Assembler
Microsoll Basic

19 95
19.95 Desrnonds Dungeon •. ,  ..... . ..... .,..

Leapster
I 99
1.99

Hard Hal Mac
New York City . . . . . . .

4 99
4 99

Kennedy Approach   8
9 5  1 2  
9 5
Hawkquest   1 6 . 9 5

Silent Butler - Personal ,  Rance
Planetarium

16 95
16 95 Special DeliveryJoe Blade

1.99
1.99.

Crumbles Crisis 4 99 Cutthroats   9 . 9 5 Double Trouble 1.99
Freaky Factory
Starquake

4 99
4.99

7ork 1 9  95
Spellbreaker 9 . 9 5

BUDGET CASSETTES Tanium
Powerdown

1 99
1.99

Rockford 2.99Preppie 2 . . . . .  . .  . .  . 4 99 The Count 4 . 9 9 Gridrunner 1.99
Laser Hawk 4 99

.
Pirate Adventure 4 . 9 9 System 8  Pools 299 California Run 1.99

Colossus Chess 3 4.99 Scapeghost   1 2 . 9 5  12.95 Green Beret 2.99 Sub Commander 1.99
Sidewinder 4 99 Scot/ Adams adventures on cassette at BMX Simulator 2,99 Dawn Raider . . ,  . . . . . . . . . 1.99
Joe and the Nuclear Caverns 4.99 E2.99 each -  phone Phantom 2.99 Soccer 1.99
Nuclear Nick 4 99 Transmulor . . . . . . . . . 2.99 Bomb Fusion . . .  . . .  . . . . . 1.99
Knockout Boxing
Suastar

4.99
2.99

Panic
OnCue . . . . . . . . . . . . . . .  .......

2.99
299

Periscope Up
Dizzy Dice . .

1.99
1.99XL XE CARTRIDGES

Cuthbert Goes Walkabout . .
Fort Apocalypse

2.99
2.99

Missile CoI Iu
r idi I r J 
9 .
9 5

Donkey Kong 1 2 . 9 5
Donkey Kong Jnr   1 2 . 9 5
Pengo     1 2 . 9 5
Dig Dug   1 2 . 9 5
Pole Position 1 2 . 9 5
Millipede   1 2 . 9 5

Pro Golf
Jocky Wilson's Darts
Little Devil
Screaming WingsDomain of the Unciead
Survivors . . . .
Red Max

2.99
299
299
299
2
9
9
2
9
9
299

Milk Race
Winter Wa lly . .
Monkey Magic . . . . . . . . . . . . .
Kick Start . .
L_A SWAT
Stratosphere
Rogue

1.99
1.99
1.99
1.99
1.99
1.99
1.99

TOP 10 CASSETTES TOP 10 DISKS TOP 10 ROMS JOYSTICKS

F-15 Strike Eagle 8.95 Smash Hits 7 6.99 Ms Pacman 12.95 Konix Megablaster 7.95
Spy vs Spy Trilogy 8.95 Eternal Dagger 14.95 Joust 9.95 Pro 500 black 14.95
Draconus 6.95 Alternate Reality - Pole Position 12.95 Pro 5000 'Glow' 16.95
Black Lamp 7.95 The Dungeon 14.95 Designer's Pencil 9.95 Cheetah 125+ 8.95
Platform Perfection 4.95 Rampage 6.99 Donkey Kong 12.95 Konix Navigator 12.95
Star Wars 7.95 Euro Super Soccer 12.95 Rally Speedway 8.95 Cheetah Star Probe 14.95
Kenny Dalglish Soccer 7.95 War in Russia 16.95 Defender 9.95 Ow Shot Turbo 14.95
Mercenary Comp. 9.95 Pit Stop II 11.95 Pacman 9.95 Rapier Black 14.95
Spitfire 40 4.99 USAAF 16.95 Blue Max 14.95 Atari Trakball 7.95
Druid 4.99 Draconus 9.95 Galaxians 9.95 Konix Speedking 9.95

Trivial Pursuit 14.95

TOP 20 BUDGET CASSETTES
Pro Mountain Bike 2.99 Ninja Commando 2.99 Crackup 1.99 Speedrun 2.99
Chuckie Egg 2.99 Footballer of the Year 2.99 River Raid 2.99 Henry's House 1.99
Ghostbusters 2.99 Living Daylights 2.99 Mirax Force 2.99 Forbidden Forest 1.99
Sub Commander 1.99 Football Manager 2.99 Mad Jax 2.99 Zybex 2.99
Domain of the Undead 2.99 Phantom 2.99 Cygnus X1 2.99 Pro Golf 2,99

A COMPLETE SERVICE IN COMPUTERS SOFTWARE

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK
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Staffordshire, WS11 2DD
Telephone (0543) 46657718/9 y r s A

Add 50p to orders less than E 5.00. All prices correct at
time of going to press. Access or Visa orders welcome

Please add El per item for overseas
Please make Cheques or Postal Orders payable ta

'MILES METTER SOFTWARE'
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OFF YER BIKE!
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Sof tware hav en' t  been
not ed for produc ing part i-

cularly except ional games.
Now,  it seems, t hey 've sud-
denly  upped  their s tandards
and produc ed a pac k age
that  could well bec ome  a
major hit  in t he budget
league.  The name of t he
g a me  is PRO MOUNTAIN BIKE
SIMULATOR and,  as you might
have guessed, it's a s imulat ion
of cross-country cyc ling.
The general  idea is to guide
your cyclist over a series of  ob-
stacles - logs, holes, rocks and
swamps  - wit hout  al lowing him
to fall off. You race agains t

I  Title: P R O  MOUNTAIN

BIKE SIMULATOR
Publisher Alt ernat ive Software
Price: £ 2 . 9 9  cassette
Players: 1 / 2
Loading:  14. 5 mins

Reviewed by Paul Rixon
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B Bytes - t he Hinkley-
based c omput er  deal-

er - recent ly  dec ided  to drop
some of  the inferior brands  of
mic ro in order to bec ome  an
Atari specialist. Not  content
with stocking other c om-
panies ' products ,  &Bytes hav e
their own sof tware label and
the good  news  is that  there
are several new releases lined
up for the 8-bit.
Perhaps ' new'  isn't  quite the

right word to use as far as
DAPG is c onc erned since it
originally  appeared  in 1987 as

44 I s s u e  42 • New Atari User

either a c omput er  or human
opponent  and the winner is
the first to reac h the finishing
post Cont rol l ing t he bike re-
quires skill and prac t ic e as you
hav e no fewer t han eight een
gears  to select  v ia joystick and
trigger presses. The t rigger by
itself makes your cyclist jump
off his bike and you must then
wagg le  the joystick De c a t h -
lon style - t o walk  him pas t  the
rocks and  logs. If you should
forget .  he flies spec tacularly
over the handlebars  and ends
up in a big heap!
The screen is split into three

sections with the middle one
housing the necessary status
indicators  for eac h player.
Abov e and below this panel

there are t wo independent ly
scrolling windows  giv ing
eac h player their own indi-
v idual v iew of  the proc eed-
ings, f rom a s ide-on perspec -
t ive The graphics  are,  gener-
ally. quite well done.  On the

t A t t o  1%1 t  .coto A l i '  4

1
1
1
4
!
I  
I  
1  
1  
I  
1
1

sI

a  produc t  of  Sly  Sof tware
(where are they now?).  Darg,
t he charac ter.  Is a space alien
wh o  has crash landed on
Earth and,  quite naturally .  is
pret ty  keen to get  back  to
where he c ame.  Darg needs
energy  crystals to power  his
ship bac k  into ac t ion and it's
your job to help him collec t
them.  May be  you wouldn' t
hav e volunteered had you
k nown that,  by  a remark able
piec e of  bad  luck, they  are all
buried on the site of  an Army
ammunit ion dump'
The plot  is a reas onable ex-

-
• •

d •  •  •  •  •
• • i l o ••    •  •  •  •  •  •  •  •  •  • F .  w v ,  •
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,
1 0
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audio f ront  there are t wo
good  tunes which liven up the
opening screen and main
game.  Like most  tunes, they
do b e c o me  a bit  of  a nui-
sance af ter a while and unfor-
tunately .  it doesn' t  appear
that  you c an turn t hem of f  (no
pleas ing some peoplel).
There are various opt ions on

the opening screen whic h you
select by  point ing an arrow
cursor at  a row of  symbolic
icons. 'Night  mode '  causes
the display to almost  totally
black  out,  so you c an ' t  prop-
erly see the obstac les  or oos'-

t ion of  t he bike. There are t wo
alternat ive courses to choose
f rom but  if you don' t  like those
supplied y ou  c o n  des ign your
own us ing  t h e  in-built  c ours e
editor.  Lay out s  c a n  b e  c on-
st ructed t o  b e  as  s imple -  Or
c hal lenging -  as  y ou like a n d
saved t o  c as s et t e f o r  subse-
quent  use.

Pro Mo u n t a i n  Bike Simulator
seems t o  h a v e  lot s  o f  g o o d
features a n d  I ' m pleas ed that
A l t e r na t i v e  a r e  c o n t i n u i n g
their 8-b i t  s uppor t  wi t h  s ome
g o o d  qua l i t y  s of t ware.  Let ' s
hope t here's  a more to c ome.

SCOOPING UP CRYSTALS
cuse for what  turns out  to be a
fairly s t raight forward 'Boulder-
dash' spin-off. You cont rol
Darg - who  c an only be de-
scribed as a very irritated flore-
scent yellow t adpole - as he
darts around eac h screen.
scooping up the blue crystals.
As in Boulderdash,  eac h
screen presents a part icular
logic  prob lem that  takes more
than a s ec ond of  t hought  to
successfully conquer.  You
hav e to be quick  t hough as a
t ime limit  is appl ied in the
guise of  an ever dec reas ing
air supply. Darg c an also get
killed by falling rocks and ex-
ploding bombs  and gas  can-
nisters. The trick is to use these
to your adv ant age,  so that
you c an get  to those crystals
that  are seemingly  out  of
reach.
There ore twent y  levels in all,

eac h graphically  similar but
c learly  defi ned and pos ing a
unique and c hallenging prob-

lem. You c an prac t ic e the
screens indiv idually  if you like
since B.Ware - as if to put  the
Tipster out  of  a job - hav e
kindly printed a met hod  of
c heat ing with the instructions!
The sound isn't t oo special,
but  it's cons iderably  bet ter
t han some of  the other games
I've c ome  across recent ly .
Don' t  ex pec t  to fi nd Darg at

your local c omput er  store as
you c an only  buy  it direct ly
f rom B.Bytes - on disk or. by
spec ial request ,  cassette.
Reasonable graphics ,  ac c ept -
able sound and a popular
t heme - not  a bad  litt le game
really!

—
k

Title: D A R G
Publisher: &Ware Software
Price: £ 5 . 9 9  disk/cass
Players: 1
Loading:  1 minut e (disk)

Reviewed by Paul Rixon
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for 1 or 2 players requiring I  or 2 joysticks as
appropriate. As Player I  you control the white
car by using a joystick inserted into Port I  and
attempt to amass points by disposing of as
many enemy vehicles as possible before being

destroyed yourself. You can choose between firing bullets,
rockets or dropping oil on the rood. To fire a bullet press the
joystick trigger. To fire a rocket push the joystick forward as
you press the trigger. To drop oil pull back on the joystick as
you fire. You are limited to 20 rockets and 10 oil drops. You
have an unlimited supply of bullets. Your lives are not
unlimited - you only have I - so make the most of it!
To accelerate push the joystick forward and to decelerate
pull it back. Move it from side to side to steer.

In the I player game the computer controls the enemy
vehicles. In the 2 player game Player 2 controls them by
using a joystick inserted in port 2. Pressing the trigger fires
the weapon according to the vehicle on screen. The joystick
controls speed and steering like Player 1 but Player 2 only
has 2 speeds whereas player 1 has 3.
On loading the title screen displays. I f no game is selected
after a minute or so the Demonstration Mode comes into
play with the computer showing game ploy. To select a I
player game press joystick trigger 1 whilst in the Title or
Demonstration Modes. For a 2 player game press joystick
trigger 2. Play commences immediately.
Happy firing - and mind the lamp posts!

TYPING IT IN

Cassette and disk users should type in Listing I,
SAVE or CSAVE a copy, then RUN the program. The
program will check each line of data and inform
you of any errors. Correct any errors and RUN the
program again until all errors are eliminated.
When this is done answer the cassette/disk ques-
tions accordingly to create a boot tape or binary
disk file.
To load the boot tape remove all cartridges then
turn on the computer while holding down the
START key (XL owners should hold down OPTION
as well). Press RETURN and the tape will load and
run automatically.
Disk users should type in Listing 2 and save it on

the some disk us the binary file created by Listing
I, RUN the Listing 2 program with the disk in the
drive and the game will loud and run automatic-
ally.
Note for disk users: If any other programs have

been used prior to Listing 2 being loaded it is
recommended that the computer be turned off and
on again before Listing 2 is loaded and run to
ensure that the game isn't corrupted by any data
left in memory.

BILL HALSALL'S ALL ACTION
CAR CHASE GAME FOR
ONE OR TWO PLAYERS

HOT
ROD
RAIDER

Listing overleaf
TAILS OF ENEMY VEHICLES,
THEIR WEAPONS AND POINTS

VALUE

VEHICLE
RED CAR
BLUE CAR
YELLOWCAR
MOTOR BIKE
TRUCK

WEAPON POINTS
NOTHING
GUNS
OIL
ROCKETS
GRENADES

10
20
30
40
50
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HOT ROD RAIDER
CS 1  R E M  81118111S UM UIS M INIM OS S UM M IS IM IS IS UIS IM M II
PG 2  R E M  U  H O T  R O D  R A I D E R
I T  3  R E M  U  h y
LA 4  R E M  U  B i l l  H a i s a l i
HQ S  R E M  A l
SH 6  R E M  U    1 1
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CM 4 5  L I N E . 1 1
EL 4 6  D AT A 0 , 1 , 2 , 1 . 4 . 8 . 6 . 7 , 8 , 1 , 0 , 0 , 8 . 8 . 0 ,

8 . 8 , 1 8 . 1 1 , 1 2 , 1 3 , 1 4 , 1 5
AM 4 6  ( I N E t L I N E 4 1 i t  L I N E R E A D  D A T S : / F  L E N

E D A T S ) 0 5 1 6  T H E N  7 6
OL  5 8  D A I L I O M P E E K E 1 8 3 1 . P E E K 1 1 0 4 1 1 1 2 5 6 : I F  D

A T L I N O L I N E  T H E N  " M I S S / A G " j C H R A C 2 5 3 /
TE ND

MA 5 2  F O R  A = 1  T O  6 1  S T E P  2 : 1 2 1 = A S C ( O A T A C K ,
A 1 1
-
4 6 :
A 2 =
A S
C I D
A T 5
0 1 +
1 , 6
4 1 1
1
-
4 0 :
1 1 Y
T E :
I T

E N I D 1 /
8
1 6
4
M E A C
D 2 T

GA 5 4  I F  P A S S  T H E N  P U T  U 1 , B Y T E T N E N T  A T A F A
D C H A S U M :G A T O  4 8

AO 5 6  T O T A L = T O T A L + A Y T E : I F  1 0 1 8 1 ) 1 1 5  T H E N
T O T A L . 1 O T A L
-
1 6 8 0

TS  5 8  N E A T  A : R E A D  C H A S U S A TIF  T O T A L O C H A S U M
THE N 7 6

VA 6 0  G O T °  4 0
TO 6 2  I F  P E E K 1 1 1 8 2 0 6  T H E N  ?  " E R R O R  " ; P E E

1 1 4 1 / 5 ) ; C A R 5 1 2 5 3 1 T E N D
SD 6 4  I f  P A S S  T H E N  F O R  1 4 = 1  T O  4 P U T  U 1 , 8

:N E A T A : C L O S E  U l : E N D
PP 5 6  ,  " ( 0 ) I S C  O R  C T I A P E " : G O S U B  1 1 0 : I F  A =

A S C ( " D " )  T H E N  7 8
RD b e  ,  " R E A D Y  C A S S E T T E  A N D  P R E S S  R E T U R N "

:OP E N  U 1 , 6 , 1 2 6 , " C 2 " : G A T O  7 4
I F  7 0  ,  " R E A D Y  D I S C  A N D  P R E S S  R E T U R N " :  GAS

US 8 6 : I F  A 0 1 5 5  T H E N  7 8
0 0  7 2  O P E N  U I , A , A , " 0 : H A T R O D . O B J "
HM 7 4  P A S S = 1 : L I N E . 1 1 : R E S T A I M  1 8 8 : T R A P  6 2 :

GOTO 4 8
P T 7 6  " B A D  D A T A " : C A R 5 ( 2 5 3 ) 1 E N D
ZM 7 1  R E M  1.141-AGET K E Y  R O U T I N E * * *
GO 8 8  C L O S E  U l l O P E N  U 1 , 4 , 8 . " 1 1 : " : G E T  0 1 , A :

C LOS E  I l l : R E T U R N
AL 1 8 8  D A T A  0 8 1 4 8 8 2 8 2 8 7  OOOOO A D 2 F 8 2 ‘ 0 3 C A D O

2 0 3 0 1 8 8 0 0 E 7 0 2 6 5 8 E 4 1 3 8 8 D E 8 0 2 8 5 8 F 8 1 2 0 0 5 0
A A / 2 0 6 5 8 0 1 0 6 8 4 0 6 8 2 7 0 8 8 8 , 5 4 4

WA 1 0 1  D A T A  8 0 0 6 0 8 7 8 7 8 7 0 4 2 0 8 8 7 4 2 2 6 8 1 4 2 5 8 6
7 C 2 0 0 8 7 6 5 C 0 1 5 2 5 2 5 2 5 2 5 2 5 2 5 2 5 0 5 4 2 6 0 0 7 4 2 7
8 8 7 4 2 A 0 0 7 4 2 0 8 0 7 4 1 3 0 2 0 4 5 , 1 2 3

AY 1 8 2  D A T A  A 3 C A 4 T 0 0 0 D A A D 4 0 D I A D 0 0 5 C A 6 0 4 8 A
5 8 1 F A S E A 1 0 A 8 5 0 1 C 6 0 2 A 5 1 1 2 2 / 0 3 A 5 6 2 0 4 0 8 0 0 0
5 A 4 C 1 0 C D 8 4 1 A D 4 8 2 8 3 8 1 1 2 0 , 3 1 6

E N 1 8 3  D A T A  6 0 4 0 7 0 8 8 0 3 C E 4 1 2 8 A D 4 1 2 8 C S I O D A 3
4 A 0 4 8 2 8 C 1 2 8 0 0 2 0 8 1 1 D 8 D 4 1 2 0 A 1 E 6 A D 4 0 2 8 A D O
A D 2 1 0 1 1 0 2 0 4 8 0 0 5 2 1 1 0 0 C 1 2 , 1 1 4

NJ 1 8 4  D A T A  1 D 1 4 1 7 T A I A F 1 4 C C A 2 1 1 A 1 0 0 A 2 0 5 / D A
1 1 1 3 1 0 1 3 1 7 C 8 D A F 7 6 1 8 4 8 5 C A 6 / 5 / 8 0 0 8 0 2 0 / 2 0 8
OOOOOO C A 2 E 4 8 0 8 8 0 8 0 6 0 0 7 C , 5 4 1

I L  1 8 5  D A T A  7 C E E P E C 6 Y C 7 C 7 C F E C 6 F E 7 C 0 0 0 8 8 8 0
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S J 1 1 8  D A T A  7 0 7 7 0 1 5 7 7 D 7 7 D D F F 7 D D 7 7 F D 7 7 0 F r 7 C
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FOR SALE
XE SYSTEM : 130XE, 1050 with
U.S.Doubler 410 Touch Tablet,
Replay, joysticks paddles.
keypads. 65 disks. tapes & ROMs,
35 mags, De Re Atari, Rev. Map-

png The Atari. 400(800 manual.
other books, d isk boxes. Otter's
ceer E275. Also  Acorn Electron
system. €50 o n o . Tel:
0332 842547 after 4pm

XL SYST EM : 800XL. 1050 disk
eve. 410 Cassette re0Order. 2
joysticks. over E3130 worth ot sole
...are, including Touch Tablet with
Atari Art ist Assembler Editor, F15
Strike Eagle, Silent Service. etc.
All leads, manuals and books in-
cueing Programming The 6502
and Atari Sound & Graphics. Atari
„ser and Page 6 magazines, a ll
games software boxed, in  excel-
en! condition Al l  for El 70 o.n.o.
Phone Mellon Mowbray
06641-66887 after 4pm

XL SYST EM : 800XL, 2x 1050
elves 1  with Happy board). over
'
,
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Wage D o .  manuals, magazines,
joystices. E200 o W i l l  not

split or deliver! Phone. Bradford
02741-833923 after 6om and ask

ror Lee

XE SYSTEM : 65XE. XC12
Datacorder. joystick, manual and
software including Trivial Pursuit,
Solo ROI ,  etc, 150.00 Also
.900XL and XC l2  Datecorder, in
good working order but no Sett
ware hence E40.00. Touch Tablet
and calndgebased graphics prog-
'are E15 DO. Microsoft Basic on
disk with compreherreve manual.
E5.00. Will post all Te l: Bolton
(0204)-796489

XE SYSTEM: 85xE, xc i 2 cas-
sette. CX40 joystick, 71 games on
cassette, all manuals arid leads
sell boxed and in excetient condi-
toe E100. Also Page 6 issues
21-40 (missing numbers 2 4 8  351.
so 18 issues in binders, E15 00
No splits Write  to: 151 High  View

Walisend, Neweasile-upon•
Tyne, Tyne & Wear. NE28 9L0

PRINTERS: Brother 1709 9-pin,
132 column NLO with spare head
arid ribton, cost E495. accept
E300 o.n o. Also Brother 1724
24-pin. 132 column LO. takes font
cards, cost e695 new, accept E500
en.° BOTH Epson compatible
and week well with all 6-bit soft-
ware. Phone Dave on
0532-717712 anytime

DISK DRIVE: 1050 - Buy this for
€130 00 and get FREE my 800XL,
le l° data recorder. 2 joysticks and
software on cksk, cassette and car-
edge, plus all manuals. Te l:
0865 821 1 0

XL SYST EM : 800XL 1010 data
seeder, joystick, E100 worth of

games Se ll for E100 Te l
291)4 702416

XL SYST EM : 800XL and 1010
tape recorder, with software, E50.
1050 Disk Drive with loads of soft-
ware. 0 0 0 . 1029 dot matrix Prin-
ter w4h AtanWnier word processor
Se carevige. paper and spare rib-
bons. E100. All with original manu•
ale leads boxes and in perfect
cendlion Te l 0352-581331 after
tern

XL  SYST EM : 800XL. 1050 disk
drive. 1010 cassette. joyst ick. 110
disks. 20 cassettes. 6  cartridges.
programming bones, Analog arid
Atari User magazines o t h e r s
E85.00 o n  a. Te l: 0705-815672
(Portsmouth)

XE SYST EM : 130XE. 1050
drive with Hyper chip, tape deck
with some tape software. Mini
Office II. Printshop and Compan-
ore icons. lots of games !Adven-
tures. Simulators. libe lee '. Mags
Including Page 6, Monitor. Atari
User. Machine Language For Be-
ginners. 2nd Book of Machine Lan-
guage. Disks -  2  d isk boxes. plus
loads morel (403  Phone Alex
Busby 'Mon-Fie after 5pm on:
0980-53125

ST SYSTEM: 520ST and
mouse, 2  years old, little used and
sell boxed, with manuals, music
composing and sequencing soft-
ware, plus games E270 o.n.o. Te l:
0642-860338 or FAX:
0842-860083

XE SYST EM : Boxed 130XE
computer, XC1 2 cassette. Graphix
GT printer interlace, d isk software
including Visica lc Turbo Basic,
Mini Office 11 plus Blank floppies.
Also Missile Command carindge.
Will split and otters considered
Call 01360 2132-379 any time

CUSTOMIZED BOOXL: Fitted
vole e p e '  wa rd . Ultimon (a very
powerful on-boardirnoniicirelebeg
gecieditore and Superchip (mem-
ory dump facility) with cartridge
back-up !amblers and cartridge
emuelor software-based freezer
.1050 d isk drive I D I  0 cassette re-
corder and loads of excellent Soft-
ware, books and magazines Ev
erything is fully manualled and
easy to use. E350 o n o Phone
William on: 041-779-1162 after
611m

XE SYST EM : 130XE boxed.
Xetec programmable printer inter-
face u se  with any parallel printer)
De Re Atari in  U S st yle  three-ring
binder and Mapping The Atari
Also software for sale and a  num
tier of mags • mostly Atari User but
includes some Ante. Analog and a
few other others. All hardwareisolt
ware supplied with relevant leads,
power supply and documentation.
Reasonable otters accepted on
anything, buyer pays postage or
collects or if  you buy the lot I will
deliver in 50 mile radius of Cardin
No time wasters Peone Andrew
on Pontypodd 10443)-405564 after
2 30pm

XE SYST EM : 130XE, 2x1050
disk cervee o n e  with IS plate),
1010 cassette. Gremlin grabber.
Syncalc. Mini M ice  II, loads of
software and accessories, a ll as
new, £300 o n a Phone  Paul
-0268 414108

I N T ER F AC ES: Atari XL  Serial
interface plus comms software.
E20,00 (works with standard
modem). Parallex interface, E20 00
liens standard pnnters). o r BOTH
for £30.00. Tel: 041-954-4819

XL  SYST EM : 1100)0_ plus spare.
1050 disk drive 1010 tape deck
manuals, a ll boxed, plus over £600
software on ROM. d isk and tape
Two remote joysticks, E250 o.n.o.
Tel 0543-77206 'Evenings
,
'
weekends'

PRINTERiPLOTTER: 1020
model in  exceldni condition, three
sets of pens and oreginal packing.
tea 00. Tel, 01-574-6249 1Soutto-
all. London)

XL SYSTEM: eaoxL, 1050
Drive. 1010 data recorder, CX40
joystick, a ll boxed and in excellent
condition, 1029 printer. software
Including Mini Office II. Basic Tutor
Pack, Draconus, Joe Blade, Red
max m a n y  others. Atari User
'nags, E270. (No splits). Tel Wa t
lord 835775

XL SYSTEM: 800XL. 1010 re-
corder, dust cover. paddles, over
E300 worth of software 00 tape. 3
cartrieges E150 Te l 0737-243597
iReigatei after 6pen Bu ye r collects

XL SYSTEM: aooxL, 1050 dee
drive. 1010 tape deck. Philips
green screen monitor. Touch Tab-
let printer interlace plus many
disksenagatooks. Only e175.
Phone: 01-304-6136

XL  SYST EM : 800XL. XF551
dote (double sided) with Mydos
2 X lallOWS over 64000 sectors on
one disk!). DOS 2 5 . XC 2  casset-
te. loads of software on d isk in-
cluding Wishlyinger, Atlernale
Reality, Draconee. e t c. Transdisk
IV utility. some mags and books.
Cheetah 125 . joyst ick. a ll v g C.
Offers over £200. Tel.
051-639-1141 14pirn • 6prel

GR APH I C S U TI L I T I ES: Atari
touch tablet System with pen, Atari
Artist cartridge, DOS disks arid
manuals A l l  boxed and in excel
lent condition, only E25 00, Also
Print Shop master program with
graphics d isks 1 & a  complete
with manuals (unused) Boxed  and
in excellent condition, only E13.00.
Tel BiCtIord-on-avon (0789)
772165 atter 5pm
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lace •  CP130 Printer E135 o.n.o.,
Assembler Eerier cartridge •  How
To Program 6502 •  The Alan
Assembler •  6502 Assembly Lam
getage, E l &  Software (All d isk):
Paint Th e  Next Slop, Tutorials,
Horne Filing Manager. Preppie,
Choplofter. Wizard & The Princess
Archon, Ulysses Crossfire. Books
Technical Relereece Notes. Your
Atari Computer, Mapping The
Atari Ba sic Exercises. 34 issues
AnticiAnalog - Offers To,
0925-828914 (Warrington)

XE SYST EM : 65XE computer
.XC12 recorder, joystick, E40 worth
or games, a ll in excellent condition,
£70.00 o  n o. Tel: Folkestone
(03031-42378

XL  SYST EM : 000XL, 1050 d isk
dnve. OKI  82A Printer. cupid inter-
lace p lus software with remote
control joyst icks. E220 o n  o  Pe US
postage:packing. Contact Peter
on 0992-763733 after 5pm

XE SYST EM : 130XE, XF551
Disk Drive. XCII Tape Recorder
plus over E100 worth of software
with books. magazines. Joysticks
and more Excellent  condition.
boxed as new. E250 o  no . Te l:
0252-1374232

PR I N TER : 1027 Letter quality in
as new' condition, complete with
manual, leads and ink rollers
E75.00. Tel 0795-642206

PR I N TER : 1029 dot matrix,. 11
months old, boxed complete with
leads, manual. Mini Office II,
10-Print Swif t  Spreadsheet. spare
ribbon nearly-fu ll box of A4 paper.
E100 o n 0 Bu ye r Collects Te l
Len (Coventry I 0203-362588

XL SYSTEM: aw n,  lose
drive. boxed with manuals. 1020
coder printer. trackball, custom
made extension plug in  lu ll
keyboard with numeric keypad.
lots of quality software, assembler
cartridge ut ilit ies and games in-
cluding Flight Simulator 11 Map-
ping The Atari book. El 75 Phone
0234-720892 !Bedford) Evenings
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Reference Notes, Ell) ; Printer m•
lertace. EIS,  Mapping The Atari
(old version) ES; Mini Office II,
E10, Print Shop, €10: Guild 01
Thieves, The Pawn. Mercenary,
Solo Flight, Leaderboarce Toma-
hawk. Autoduel, Colossus Chess
Korona Rift - a ll original discs, E5
each, Also  issues 2 - 25 of Page 6
(minus No  16) in binders on otter
for best price. Phone IGreentordi
01 422 9E199

XL SYSTEM: aooxL. lose D•sk
Dnye, joys tick . B r other  HA S  P nnter
• some games and Other prog-
rams on d isk. Also  a few mags
Buyer wilt need a  printer interlaoe,
therefore only €150 the lot. Phone
Ron on: 0440-63002

PRINTER: 1027 La in excellent
condition, complete with leads, ink
rollers and Atari Writer disk, E
7
0
no otters Also  Mapping The Atarr
- one copy only, in  good condition,
Ellie .° no offers, Collection or
postage to be negotiated. Tele-
phone 03134-52282

XL SYSTEM: 800XL. 1050 Disk
Lime. 1010 tape recorder and 850
interlace, Home Filing Manager,
The Pay-Oft, Seven Cities Ot Gold,
Teepro word processor, Turbo
Basic and other diske Ba sic Refer-
ence Manual. Inside Atari Basic
Computes Third Book Of Atari,
Mapping The Atari, Computers
First Book Of Alan Graphics.
Machine Language For Beginners.
Assembly Language Programming
!or the Atari Computers and 60+
Page 6  and Alan User magazines.
e200. Phone' 061-764-9595 even
rigs or weekends

XL  SYST EM : 800XL, 1050 disk
drive t a z e r  chip 1 0 1 0  tape deck
with approx. 20 games on tape. 2
joysticks, exlension lead. 5  blank
disks. 2  lockable disk boxes o v e r
00 games disks featuring tit les ga-
lore from 1979-89 so m e  rare), 9
utility d isks including Turbo 1 & II .
U.S_ Alpha, Disk Wizard II D OS
2.5 & 3.0 se lling  to upgrade 10 ST,
£250 e n d  Contact Richard at :
133 Collingly Heights. Collingly.
Leeds LS11 OM

ST SYST EM : 520STFM with
both 1 Meg internal and I Mog
external d isk drives, mouse.
mouse mat. lockable disk box we ll
lots o f  software including games
wor d pr ocessm g, databas es . e tc
All in  immaculate condition p lu s
manuals, joyst ick and masses of
magazines, E350. Ring:
0342-1East Grinstead)-327072

XL  SYST EM : 800XL. 1050 d isk
drive and Panasonic KXP
printer, a ll complete with dust coy
ere and manuals, two joyst icks.
dads o l software on d isk and car
tr idge. plenty  o f  book s  and m aga
lines, a ll worth over E700 and in
excellent condition. Will not split,
buyer to collect. E350 o.n a
Phone' 0296 432494 after 5pm

WANTED
XF551 D R I VE: We  reed one or
these beasts to help with readers
enquiries but they are non-existent
at the moment Anyone got one
they want to se ll
,  P l e a s e  
r i n g  
L e s

or Sandy a l PAGE 6  The  eumbe
is 0785 213928

ANCIENT 8
-
B I T  
U T I L I
T I E S :

DOS M OD 'Eclipse). DISKED
lAmuset). BASIC VIEW (APX),
BASIC DEBUGGER IMNG).
BASICAA (APX), DISOUP (1.,101
and INSOMNIA (APX) Sa le  or
swap? Ring Kevin on 0224
323335

DI SK D R I VE: 1050 in good
working condition. Any reasonable
price paid Ring  Pat on 01-73e
-0279

SOUND SOFTWARE: Can
anyone help? Has anyone got an
up and running disk copy of Souna
Synthesiser train Atari User (Apr
19861 I  will supply a dres Phone
01 5700639 after 5:30pm week-
days (ask for Renard)

DISK DRIVE: 1050. must be
E3-5 or less and in good working
order. Pt you have any oilers the:
-write to : A Marsh, 43 Craufurd
Green, Shornchtfe, Folkestone.
Kent CT20 3LS. Te l: 0303-4066e
after 5:00prn

LEADERBOARD: Has anybody
got a copy ot M a  game on casset-
te that they would be willing to
sell? Phone 0895-35115 (any
timel or  wr i te to. M an , H i r a m  1 7
Derby Road, Uxbridge. Middx,
UB8 2N113

D I SK D R I VE: Atari 1050 in the
West Kent:East Sussex area. Must
be in  good condition, will pay
reasonable price Phone Ton-
bridge Wells (0892)-39993 be-
tween 6pm and gpre weekdays

PRINTER MANUAL: For
Panasonic KX•PI  081 Reasonabi
,price paid Phone ' 0246-236122
alter 6pm

WRITER'S TOOL CAR-
TR I D GE; By OSS and must have
manuals, reasonable cost Write
to: James Cutler. 44 Water Strew
Great Harweed, Lancs. BB6 7011

JET SET WILLY: For XE.01L
machines Wil l  pay E1.00. Contact
Chris on Felixstowe 270295 (any
evening except Monday) or write
to. I  Chalswonh Crescent, Trimley
St M a ry. Ipswich I  P 10 OTE

TURBO BASIC: On cassette it
possible Wii l  pay good price. Write
to Alla n  Watson. 95 Braidwood
Pace Linwood Pa isley. P43  35W

MORE CONTACT
OVERLEAF

FOR SALE WANTED P E N  PALS A D V I C E  H E L P
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WANTED
UTIL ITIES:PaperchpUlanua l8
software. Atari R•reader Graph-it,
Letter & Spell Wizard. Pilo t  Logo.
Super 3D plotter 2  and B•Graph,
must be cheap Write  to: Eric Stef-
fens 1  Rawson Street Leicester
LE1 9430

T YPO i l l : Can anyone let me
have a copy Of this program?
.Please wide to Sim on  Fotakis, 16
Lascons Road London N22 4JN

XE U SER S: Can anyone supply
a replacement of DiStr 3  only of
Alternate Reality • The Dungeon
as bom my original and backup
refuse to  load
, I  w i l l  
p r o v i
d e  
d i s
k

and postage as necessary Write
10 Je f f  Morgan, 3  Marlowe Gar-
dens. Geer Estate. Newport,
Gwent NP9 3LD

CASSETTE & PRINTER/
PLOTTER: IWO cassene deck
wanted •  PrinterPlotter suitable
for use with an 800XL. a lso 800XL
User Instructions. Tel 0333 -330
-336 and ask for Kenneth

RESCUE ON FRACTULAS:
ward a Cassette or ROM cartridge

version 01 this game please.
Reasonable once paid Write  to:
29 Alde r Hey Road, Eccleston,
St Helens WA'  n 411J

GENEALOGY HELP: Can
anyone help me with a  copy of
Compute Your Roots or any other
software concerning Genealogy' I
tried to  find it  in the States but it  is
net available. All expenses will be
paid Please  write to: J. Haden,
Purdpoonstraat 12. 4332 AE, M id .
delburg. The Netherlands

BOOK WANTED: Your Alan
Computer" by Len Poole rMcGraw
Hill). Must be in very nroe condi-
tion. Phone 021-742-8038

TECHNICAL HELP: Does any-
one have any Technical information
on the 6
1
0  
d i s
k  
d r i
v e
?  
P l
e a
s e  
t
e
l
e
-

phone P eter  Mernson o n  0252
-871308

TAPE/DISK TRANSFER: Up.
grading from datacorder to d isk
dove. need Transdisk IV or any
similar utility d isk. Loads ot tapes
to convert! Phone' 0506 413626

THE TIPSTER CALLING!: i
need Guest For Eternity and Cloak
Of Death Ipreterably transferred to
disk) as I  mink someone has eaten
my copies'! Reasonable procepost-
age paid Please  write to: The
Tipster, b o  PAGE 6  PO  Box 54,
STAFFORD ST16 1DR

contact extra
PENPALS

BOOXL USERS: I would like to
hear from cassele-based users
with an interest in arcade games to
swap into etc., Irom any agearea.
male or female. All letters
answered An y  XL users in the
Leamington Spa area willing to
start a  user group? Write to Ch ris
Easterlow. 16 Hanworth Close,
Leamington Spa. Warks. England
CV32 7PP

OVERSEAS PENPALS: Any-
one still into the 04:dt? My main
interests are midi and printer
- s t u f f .I have lots of weird and mOnC18T68
shareware progs. Write 10 Dave
al 3 5 6  Sissorks Road Middleton,
Leeds, LS10 4.IG, West  Yorks. En-
gland. L e e d s  - 717712)

X LI E  USERS: My name is
Daniel and I rim 35yrs old. I  own a
130XE. 800XL. 1029 Printer, 2
1050 Drives, XC l 2 tape recorder,
1020 Plotter. Seria l 1RS2320 Prin-
ter. A850 Atari module interface
and a French 'Cenatel senacon-
current modes printer intertace and
an Amstrad CTM 644 colour monr-
tot with TV tuner. I  would like  to
know other XL users anywhere in
the World Write  to M r. Daniel
Carrodano, Les Oliviers I31 M a n -
tee de la Catade. 83300 Dreguig-
nan FPIANCF
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details of a  new monthly NEWS-
L ErrEn  Contributors very wel-
come. Allan  Watson. 95 Braidwood
PI LinwOOd. Paisley PA3  3SW
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an 8-bit *  d isk drive to chat Nan
Wide to: John E. Liever, 185 Rose-
hill Court, Salford. Manchesler M6
5JW
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world wide user group? Write to
the following address for help and
monthly newsletter: 127 Trueway
Drive South, Shepshed, Lough•
borough. lOins L E1 2  9DY

XLIXE USERS: I would like to
hear from any XL"XE owners
around the world. I  own a 800XL
and 130XE with XC12 data recor-
der and XF551 drive I  would lwe
to swap hints & tips. All 'otters
answered Write  Clin ton Davies,
20 Ridgemoor Road, Leominster
Herefordshire, HR68EL

XE PEN PAL S: I  have an XL
with XC12 and would love to hear
from anyone anyvoiere, so grab a
pen and wd e  to Jet ' Kiwawe
Tempienoe. Greenane, Tipperary
Town Republic of Ireland

XE PENPALS: 23-year-ol0
French student. I  have a *1050 disk
drive. 130XE. 1029 printer. 1020
plotter and 500 programs All let•
ters will be answered Please write
to: En c Steffens 1  Rawson Street.
Leicester L El 9 BG

WORLDWIDE PENPALS;
25-year o id  mate wants penpazs
malelemale twhere are all the
female 800XL owners'?1, espy
cialty Australia and Europe, to
write about 800XL s, 10505 and
your country I 'm  into Pink Floyd,
Rush and other quality music and,
Of course, the best home computer
ever made' Wnie to: Simon CrHan.
ration, 37 Rancorn Road. VVesi
brook Margate Ken t  Englanc

CONTACT is FREE of charge and may be  used by any
genuine Atar i  enthusiast tor  contacting other  owners.
Any notice may be  included except those offering soft-
ware only for  sale or  exchange or  those offering items
Jar sale commercially. The Editor  reserves the right to
omit any notice received at his discresion.

Send your CONTACT notice to CONTACT, PAGE 6. P.O.
Box 54.  Statiord. ST16 1011. Please write your notice on
a separate sheet of paper. not as pa n of a  letter.

FOR SALE WANTED P E N  PALS A D V I C E  HELP
48 I s s u e  42 - New Atari User



SUPPORTING YOUR ATARI READERS OFFERS
See this page and inside covers for details

FOR YOUR XL/XE
THE  BI G DE MO  E 3 . 9 5

•  BRI K- BAT CAS S E TTE  E 2 . 9 5

_

ISSUE 42 DISK (with BRIK-BAT) E 2 . 9 5
ISSUE 41 DISK (with DOUBLE BONUS) E 2 _ 9 5
I SSUE 40 DI SK (wi th G RI DWARS )  E 2 . 9 5

I S S U E 3 9 D I S K ( w i t hP R O G O L F ) £ 2 . 9 5

L i  TURBO  BASI C (Di sk) E 3 _ 9 5

S P E LL ME
L i  Casset te  E 4 • 9 5
L i  Di sk E 6 _ 9 5

I  I  MI NI  O FFI CE  II E 1 4 . 9 5

Please

i I

,
I _

F L I G H T  S I M U L A T O R
(with FREE BOOK)

SCENERY DISK 1 E12.95
SCENERY DISK 3 E12.95
SCENERY DISK 5 E12.95
SCENERY DISK 7 E14.95
SAN FRANCISCO E14_95
WESTERN EUROPE E14,95

note that many  Scenery disks

II

_

E34•95

SCENERY DISK 2 E12.95
SCENERY DISK 4 E12.95
SCENERY DISK 6 E12,95
SCENERY DISK 11 E1435
JAPAN E 1 4 , 9 5

are in very short supply

FOR YOUR ST
I 1  S TO S  TYPI NG TUTO R E 2 - 9 5

(does nol need STOS lo runi

L i  STOS BASIC E 2 1 • 9 5
L i  STOS MAESTRO PLUS £ 4 9 . 9 5
E i  STOS SPRITES 600 E 1 0 _ 9 5

S P E C I A L  O F F E R S
L i  THE JADE STONE E 4 _ 9 9
L i  DOMES OF SHA £ 7 . 5 0

I I  TARI -TA LK E 1 9 . 9 5

L i  CLIP ART COLLECTION 1 E 1 0 . 0 0
L i  CLIP ART COLLECTION 2 E 1 0 . 0 0

Postage
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Card No.

to

included
Elsewhere
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Order

Access/MastercardiEurocardNisa

in
the

enclosed

U.K.
World

Europe
add

for

—
0
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E2

E

El
per

per
order.

order.

Fl
Please debit my credit card above with E

Signature

Send your order to
PAGE 6 PUBLISHING

P.O. BOX, 54, STAFFORD, ST16 1DR
Please a llow up to 28 days for delivery

Please feel free to pholonoy this form or write your order if you do not want to cut
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UPGRADED TO ST?
Don't throw your old files away use

T IMM=
The most effective way of  transferring files from your Atari
8 bi t  system t o  your  ST wi thout t he  ne e d for  a  costly
interface. TARITALK comes compl ete with interface cable
and software to transfer text tiles, database information.
pictures, music files a nd mor e to your  ST

DAMS is just £19.95
and is available exclusively from PAGE 6

- use the order form or telephone us for credit card orders

Let your young ones enjoy learning with your XL/XE

SPELL
ME

l
a
b  
c  
d
e  
f
g
h
i  
j
k  
1  
m
l

n o p q r s t U V W X W Z

101E11

I 0 ,, /

s n a i L 0 0
,
1
,
t •
wi  
•

7 4 1
,
0 ;

IL
A delightful program to teach tour to five yeat olds the alphabet
plus word construction and word and picture association. Guide
them with those first steps whilst also teaching how to enjoy the
AtOft as a  creative tool. SPELL ME has been written by a qualified
teocher a nd has be e n enj oyed by  hundreds of Atari owning
youngsters. Why not let your children enjoy it to?

SPELL ME is available on cassette at 54.95 or disk at 54.95 exclusively
tram PAGE 6. Use the order form or telephone for credit cord orders

AVAILABLE ON CASSETTE
for just £2.95!BRIK

BAT
A superb variation on one of the all time
classics with a construction set to build
your own games.

Many great features including
100 screens per set
Laser Cannon Fire
1 or 2 players

E - a t i e
m l i m
u m . -
W
;

91 II
91 P

1 o
n
o  
I  
•

Si i l l
S I M I

Special Bricks
Slow or Fast Balls

ERIK-BAT is a real challenge for players of all abilities!

INCLUDES BRIK-BAT CONSTRUCTOR
Create your own screens or modify the existing screens with the

Brik-Bat Construction set. Lots of features in the easy to use edit mode
Hundreds of screens may be created and saved!

Post and packing tree in UK Send cheque or P O. or quote access/Visa number to

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
Telephone orders by Access or Visa accepted, Tel, 0785 213928
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an Finlayson's

SUBROUTINES

A DIARY
using several
subroutines together
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program which will be useful to those of you who have a
printer. I can only apologise to those who do not own a

printer, and say that in my experience a printer is even more
important than a disk drive in increasing the usefulness and
productivity of your computer. For instance, this program can
save you money - you may never need to buy a diary again!
Unfortunately, by the time the magazine is out on the news
stands it will be February so the ideas I am having now, in
November, are not early enough to save you all buying 1990
diaries, but you will not have to buy one for 1991!
For some time now I have used one of those personal organisers,

but I have been a bit disillusioned by its rather impractical
physical size. It is too small and fat - which means that it always
take up just a little more space than I have spare in my
briefcase. For some time now I have thought of going to a larger
A4 format in a slim ring binder, and lust recently such a device
has become available but at far too high a price. At the same
time one of my colleagues has acquired a PC based time mana-
ger program which can print out a personal diary in an A4 size.
These two events together set me to thinking that I should be
able to get my Atari to generate diary pages that could be used
in an ordinary ring binder, and here it is.

Lines 15,20 • These do the initialisation. First, line 15 allocates
variable names to the first lines of all the subroutines so they can
be called by name rather than by number, then line 12 calls the
initialisation subroutine.
Line 25 sets up the string LENGTHS with the number of days
above 28 in each month.
Lines 30 to 50 call for an input of the year you want to deal
with, The TRAP will stop the program crashing if  a silly input
(such as letters instead of numbers) is made, and the TRAP 40000
removes the trap when it is no longer required. I have not limited
the range of numbers which are acceptable here, but you must
remember that the rules for generating the calendar have
changed in past history. The algorithm I have used to generate
the date and find leap years is currently valid but should not be
used for dates before 1752 in UK (1582 in Europe) when these
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THE M AIN LOOP

EX I  R E M
NU 2  R E M  *
T U T O R
I A L  
S U B R
O U T I
N E

G J 3  R E M  *  D I A R Y  P A G E  M A K E R

LS 4  R E M  *  b y
WI 5  R E M  *  I a n  F i n l a y s o n  *
ED  6  R E M  *

H I  7  R E M  *  N E M  A T A R I  U S E R  -  F e b r u a r y  9 0 *
EP 8  R E M
NO 9  R E M
PU  i s  I N I T z 1 0 0 0 : F I N D D A Y Y 2 0 0 0 : F I N D D A Y M 7 . 3 0

0 0 2 Y E A R P R I N T 3 0 0 : P A G E P R I N T 1 4 8 0 0 : P A G E P
R I N T 2 = 5 0 0 0 : K E V P R E S 5 = 5 0 8 : S T Y L E = 4 0 0

AP 2 0  G O S U B  I N I T : R E M  * * *  I N I T I A L I S E
RL 2 5  L E N G T H S = " 3 0 I 2 3 2 3 3 2 3 2 3 "
WE 3 0  " 1 1 4 4 4 4 W H A T  Y E A R  D O  Y O U  W A N T  D I A R Y

P AG E S  F O R
,
" ;

OP 4 8  T R A P  3 0

D Y 5 0  I N P U T  Y E A R : T R A P  4 0 0 8 8

RZ 6 0  G O S U B  F I N D D A Y Y : R E M  * * *  F I N D  F I R S T  0

AY O F  Y E A R

DM 7 0  " 4 P R I N T  A L L  M O N T H S
9
( Y / N )  " : G O S U B

KE Y P R E S S

OF 0 0  I F  K E Y : 8 1  O R  K E Y = 1 2 1  T H E N  G U S U B  Y E A

R P R I N T :G O T O  1 6 0
KK 9 0  T R A P  1 0 0
z v  1 0 0  ?  " 4 H H I C H  MO NTH T O  P R I N T ?  6 1 - 1 2 /  "

I
.
:
I
N
P
U
T  
M
O
N
T
H
:
T
R
A
P  
4
0
0
0
0

UG 1 1 0  I F  M O N T H < 1  O R  M O N T H ) 1 2  T H E N  5 0

SW 1 2 0  G O S UB S T Y L E
YP 1 3 8  G O S U B  F I N O D A Y M : R E M  * * *  F I R S T  D A Y  0

F M O N T H

PL  1 4 0  I F  F O R M O T = 1  T H E N  G O S U B  P A G E P R I N T 1
RN 1 5 8  I F  F O R M O T = 2  T H E N  G O S U B  P A G E P R I N T 2

PL 1 8 0  ?  " n 4 4 6 4 A N Y  M O R E  P A G E S  T O  P R I N T ?  "

; : G O S U B  K E Y P R E S S
NP 1 7 4  I F  K E V = 0 5  O R  K E Y = 1 . 2 1  T H E N  3 0

GD 1 8 8  L P R T N T  c H R S 1 2 7 1 : C H R S ( 6 4 ) : E N D
P O 2 9 9  R E M  -
0 1
-
W i d
-
1 1 1 1
-
1 *
-
0 1
-
W W W 0 H . H . H . H .
~ . 1 1 H I M

* * *  P R I N T Y E A R  * * *
144.144*****-OHO-PH.H.1-N-1

SU  3 0 0  G O S U B  S T Y L E

ON 3 1 8  F O R  M O N T H = 1  T O  1 2
I 8  3 2 0  G O S U 8  F I N D D A Y M I R E M  * * *  F I N D  F I R S T

D AY O F  M O N T H

PL  3 3 0  I F  F O R M A T = 1  T H E N  G O S U B  P A G E P R I N T 1

RN 3 4 8  I F  F O R M A T = 2  T H E N  G O S U B  P A G E P R I N T 2
BW 3 5 0  N E X T  M O N T H
ZL 3 6 0  R E T U R N

NY 3 9 9  R E M  *
1 1 1 -
w w * * * * * * *
,
H * * * * * * *

* * *  S T Y L E  1 1 - 0 1 1 1 k
4 1 4
,
4 4 -
1 4 4
H H I
4 /
* * *
4 4 4
* * *
* * 4
4 *

rules were introduced.
Line 60 calls the subroutine which finds out which day of the
week the first day of the year is.
Lines 70,80 - These ask whether a printout for the whole year or
only one month is required. The subroutine "Keypress" returns 89
for "Y" and 121 for "y' and this will cause the program to call
subroutine "Yearprint". I was going to call this subroutine "Prin-
tyear' but the Basic interpreter in the Atari computer is too clever
and treats "PRINTYEAR" as "PRINT YEAR", a print statement
rather than a subroutine!! If a y is not pressed the program
continues through the main loop.
Lines 90-110 • these call for the input of the month number.
Again errors are trapped and numbers out of the range I  to 12
are relected.



KM 4 0 0  T R A P  4 0 0
CD 4 1 0  ,  - 4 4 . 4 4 0 N E  ( I )  O R  T W O  ( 2 )  P A G E S  P

ER M O N T H  " ; : I N P U T  F O R M A T
I X 4 2 8  T R A P  4 0 0 0 0

iG  4 3 0  R E T U R N
OF 4 5 9  R E M  *
4 4 -
M
-
l e
- 1 1 - 1 , 0 1
.
1 - 0 1 - 1 1 4 1 - 0 1 -
1 0 4 1 4
H *
4 0 4 1 - 1
*

* * *  K E Y P R E S S  * * *
w * * * * w * * * * * * * * * * * * *

PE 5 0 0  O P E N  0 . 1 , 4 , 0 , " K t "
KY 5 1 0  G E T  M I , K E V
LF 5 2 0  C L O S E  M I

D i  5 3 8  R E T U R N
OR 9 9 9  R E M  * * * * * * - 0 1 - * * * - 1 4 - * * * * * * *

* * *  I N I T I A L I S E  * * *
* * * * * * * * K w w w w w w w c * *

514 1 8 0 0  D I M  L E N G T H S C L 2 )
A
M O N T H S C 1 0 0 ) , L I N E S

( 6 0 ) , K E Y S C I )

ON 1 0 2 0  M O N T H S = "  J A N U A R Y  F E B R U A R Y  M A R

CH A P R I L  M A Y  J U N E  J U L Y
AU G U S T S E P T E M BE R  O C T O B E R  N O V E M B E R .

I% 1 0 3 0  H O N T H S C I O A , 1 0 0 ) = "  DE CE MBE R"
GO 1 0 4 0  L I N E S = " _ " : L I N E S ( 6 0 ) = " _ " : L I N E S ( 2 ) : :

LI NES
55  1 0 5 0  L P R I N T  C H R S ( 2 7 ) : C H R S C 1 0 8 1 : C H R 5 C 1 0

BA 1 0 9 0  R E T U R N

MG 1 9 9 9  R E M  4 4 4 WWWWWWWWWWWwwWWWWW* WWwwl*

* * *  F I R S T  D A Y  O F  Y E A R  * * *
st-N-N-ow0-N-N-wo-*****-N-N4wwwwwo-owt*

H I  2 0 0 0  L E A P = ( V E 4 R = 4 * I N T ( Y E A R / 4 ) ) - ( Y E A R = 1

0 8 * I N T ( Y E A R / 1 0 8 ) ) . ( Y E A R = 4 0 0 * I N T C Y E A R / 4
0 0 ) )

CS 2 0 1 0  I F  L E A P  T H E N  L E N G T H S ( 2 , 2 ) = " I "
KL 7 0 2 0  V = Y E A R - 1 : D A Y - 7 - Y E A R . I N T ( Y / 4 ) - I N T ( Y /

1 0 0 ) + I N T ( Y / 4 0 0 )

OJ 2 0 3 0  D A y = D A Y - 7 * I N T C O W V / 7 ) : I F  D A Y = 0  T H E
N pAy 7 . 7

AM 2 0 4 0  R E T U R N
DM 2 9 9 9  R E M  * * * * * * * * * * * * * * * * * * * w

* * *  F I R S T  D A Y  O F  M O N T H  * * *
i l i W K - 0 1 1 1 - 0 0 1 4
-
1 1 H 4 1 1
-
W W W i t t H C O H * * 3
1 - 1 4 4 H ( 4 1 3 1 - 0 t

MR 3 0 0 0  D A Y H = D A V : I F  M O N T H = I  T H E N  R E T U R N
ON 3 0 2 0  F O R  M = 2  T O  M O N T H

LV 3 0 3 8  D A Y M = D 4 V P H I
,
V A L C L E N G T H S C M - 1 ,
P 1 - 1 3 )

EV 3 8 4 0  I F  D A Y M ) 7  T H E N  D A Y M z D A Y M - 7

SY 3 0 5 0  N E X T  M
AT 3 0 6 0  R E T U R N

NE 3 9 9 9  R E M

* *  P R I N T  I  M O N T H  -  1 .  P A G E  4 1 -4 1
* * * * * * * * * * * * * * * * * * * * 0 - * * * * w w *

10.1 4 0 0 0  L P R I N T  M O N T H S C M O N T H * 9 - 8 , M O N T H * 1 ) ;

Line 120 calls subroutine "Style" to find if you want I or 2 pages
to a month. This subroutine can easily be changed if you want to
introduce more alternative formats for your diary pages.
Line 130 calls "Finddaym" whic h fi nds the day of  the week for
the first day of the mont h.
Lines 140 and 150 call one or other of the two page print
subroutines.
Lines 160 to 180 cause a loop back to line 30 if there is a
requirement to print other months or years_ If not a printer reset
is sent (CHR$(27) CHR$(64) for the Panasonic) to leave the
printer in its standard confi gurat ion,  then the program ENDS.

" ; Y E A R
I C  4 0 1 0  L P R I N T  L I N E S

XP 4 0 7 0  F O R  D A T E - 7 1  T O  z a * v A L c L ( N G T o i S ( m A N T

H , M O N T H ) )
AA 4 0 3 0  I F  D A Y M = 1  T H E N  L P R I N T  " M O N D A Y

" T D A T E : L P R I N T  L I N E S
UM 4 0 4 0  I F  D A Y M = 2  T H E N  L P R I N T  " T U E S D A Y

" ) D A T E M P R I N T  L I N E S

R V 4 0 5 0  I F  D A Y M = 3  T H E N  L P R I N T  "W E D N E S D A Y

D A T E M P R I N T  L I N E S
OA 4 0 6 0  I F  DAY )1 =4  T H E N  L P R I N T  "TH U R S D A Y

" T D A T E : L P R I N T  L I N E S
S I  4 0 7 8  I F  D A Y M = 5  T H E N  L P R I N T  " F R I D A Y

" T D A T E : L P R I N T  L I N E S
J J  4 0 8 0  I F  D A Y M = D  T H E N  ' P R I N T  " S A T U R D A Y

" T D A T E : L P R I N T  L I N E S
NO 4 0 9 0  I F  D A V M = 7  T H E N  L P R I N T  " S U N D A Y

" : D A T E : L P R I N T  L I N E S
AA 4 1 0 8  D A Y M = D A Y W I : I F  D A Y M = 0  T H E N  D A Y M = 1

PX 4 2 0 0  N E X T  D A T E : L p R I N T  C H R S C l 2 1 : R E T U R N
MA 4 9 9 5  R E M  t w w w w w w * * * * * 4 4 4 F * * * * * * * - w w w w w w w w a

* *  P R I N T  1  M O N T H  -  2  P A G E S  * *

NN 5 0 0 0  L P R I N T  M O N T H S ( M O N T H * 9
-
8 , M 0 N T 1 4 * 9 1 :

"  " ; Y E A R
TD 5 8 1 0  L P R I N T  L I N E S

Oa  5 0 2 0  F O R  D A T E - 1  T O  1 6 : G O S U B  5 1 . 3 0 : N E X T

D A T E :L P R I N T  C M R S ( 1 2 )

JV 5 0 3 0  L P R / N T  M O N T H S C N o R T H N S - 8 , H o N T H * 9 ) ;
"  " T Y E A R T "  ( c o o t ) "

TM 5 0 4 0  L P R / N T  L I N E S
BB 5 0 5 8  F O R  D A T E = 1 7  T O  2 8 . V A L C L E N G T H S ( M O N

TH , M O N TI M : G 0 5 1 1 8  5 1 3 0 : N E X T  D A T E
CW 5 0 6 0  L P R I N T  " N O T E S " : L P R I N T  C H R S C 1 2 ) : R E

TU R N

MN 5 1 3 0  I F  D A Y M = 1  T H E N  L P R I N T  " M O N D A Y

" T D A T E : L P R I N T  : L P R I N T  : L P R I N T  L I N E S
EU  5 1 4 0  I F  D A Y M = 2  T H E N  L P R I N T  " T U E S D A Y

" ) D A T E : L P R I N T  : L P R I N T  : L P R I N T  L I N E S
C I  5 1 . 5 0  I F  DAY FI =3  T H E N  L P R I N T  "HE DNE 5 DAY

" ; D A T E M P R I N T  : L P R I N T  : L P R I N T  L I N E S
AN 5 1 6 e  I F  D A Y M = 4  T H E N  L P R I N T  " TH U R S D A Y

" : D A T E : L P R I N T  M P R I N T  1 I P R I N T  L I N E S
CV 5 1 7 0  I F  D A Y M = 5  T H E N  L P R I N T  " F R / D A V

" : D A T E : L P R I N T  ; L P R I N T  : L P R I N T  L I N E S
JM  5 1 8 0  I F  D A Y M = 5  T H E N  L P R I N T  " S A T U R D A Y

" T D A T E : L P R I N T  L I N E S
PR 5 1 9 0  I F  D A Y M = 7  T H E N  L P R I N T  " S U N D A Y

" T D A T E : L P R I N T  L I N E S
AD 5 2 8 0  D A Y M = D A Y M P L : I F  D A Y M = 8  T H E N  D A Y M = 1

AK 5 2 1 8  R E T U R N

P RI NT Y E AR S UBROUT I NE

This subroutine is the some as part of the main loop except that
instead of asking for a specific month to print it uses a FOR NEXT
loop to cycle through all the months thus printing pages for a
full year.

STYLE SUBROUTINE

All this does is fi nd out  whether the (l imy  should be printed wit h
one day  per mont h or two.

continued overleaf
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KEYPRESS SUBROUTINE

I have used this in previous articles, all it does is return the
value of the key pressed in the variable KEY.

INIT IALISE SUBROUTINE

Line 1000 initialises string variables.
Lines 1 0 2 0 ,1 0 3 0
1 1 1 1  
v a r i a b l e  
M O N T
H S  
w i t
h  
t h
e  
n a
m e
s  
o
f  
t
h
e

months. The uneven spacing is used to make all months the
same length (9 characters) by padding with leading blanks.
Line 1040 fills LINES with 60 underline characters.
Line 1050 - This sends a string of characters to the printer to set
the left margin in 10 characters. The numbers I have used are
OK for a Panasonic KX.P1081 and, I believe, most Epson com-
patibles. Check your printer manual for an equivalent, or in the
last resort leave this line out. I have moved the margin to more
or less centre the printing on the page so that holes for the
binder can be punched in either margin.

F INDDAYY SUBROUTINE

Lines 2000, 2010 check for a leap year. The rule is that a leap
year occurs in every year that can be exactly divided by 4 but not
If it is exactly divisible by 100 unless it Is exactly divisible by 400.
Do you get that? Years 100, 200 and 300 are not leap years but
400 is and multiples of these values are the same. If it is a leap
year LEAP=1 and I is inserted into the string LENGTHS to reflect
the extra day in February.
Lines 2020, 2030 work out what day of the week the first day of
the year is. The days are numbered from 1 (Monday) to 7
(Sunday). One day is added every year and an extra day in leap
years. The final number is reduced to a value between 1 and 7
by taking away the number of whole sevens in the total_
INT(DAY-1) is used rather than INT(DAY) so as to end up in the
range 1-7 rather than 0-6. The variable DAY now holds the value
of the first day of the year.

F INDDAYM  SUBROUTINE

Line 3000 sets DAYM equal to DAY, the first day of the year. If
the selected month is I  (January) there is no need to go further
as the first day of January is the first day of the year, so we
RETURN.
Lines 3020 to 3050 comprise a FOR NEXT loop from month 2
(February) to MONTH, the selected month. Each pass through
the loop adds the number of days above 28 in the previous
month to DAYM. These values are recovered from LENGTHS. If
DAYM goes beyond 7 it is reduced by 7 so that it always stays in
the range 1.7.

SUBROUTINE PAGEPRINT1

This subroutine prints out one month of diary on one page. The
normal fanfold computer paper is lust long enough if it is set up
with the print head very close to the perforations. If you are
using single sheet A4 it fits more easily.
All the routine does Is to print month and year on the top line,

then a dividing line followed by the days/dates in sequence with
dividing lines between.
Finally CHRS(12) is sent to the printer. This is a form feed on a

Panasonic (or Epson compatible) - for other printers look up the
code in your manual. This leaves the printer ready for the next
month.
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TURBO
BASIC
the language for the XIACE
that is rapidly becoming the
standard replacement for
Atari Basic.

•  Turbo Basic has many new
commands and is easy to learn

•  Turbo Basic runs faster than Atari Basic and will run all
your existing programs

0 Turbo Basic includes a compiler that will run your prog-
rams at machine language speeds

Turbo Basic from Page 6 comes complete with
a printed manual for just £3.95

Order your Turbo Basic today and join thousands
of Atari users who are getting more from their machine

Write with cheque or P.O. to
PAGE 6. P.O. Box 54, Stafford, ST16 1TB

or Lice the order form on page 49

SUBROUTINE PAGEPRINT2

This is very similar to PAGEPRINT1, but uses two pages for a
month. This fits easily on the page and gives much more space
for entries on weekdays, but I have kept the weekends to single
lines. You will see that there are two FOR NEXT loops, the first for
1st to 16th of the month and the second for 17th to the end.
There is a form feed between the two pages and at the end of the
second.

DEVELOPMENT

With the subroutines to find the first day of the year and first
day of the month in place it is comparatively easy to configure
the printout to your own specific needs. You can print standard
personal organiser pages or calendars_ Once you have achieved
the format that you want print all your pages and then photo.
copy them onto quality paper if the standard flimsy computer
paper is not good enough. or print direct onto single sheets of
quality paper. If you are careful with alignment you can print
onto both sides of the paper to keep the thickness down.

If you get into difficulties or if there is something you would like
to see in future articles write enclosing a SAE and I will try to
help - send a cassette or disk lithe  problem is complex, I will
return it_

My address is I a n  Finlayson,
60 Roundstone Crescent, East Preston,

We s t  Sussex,  B N 1 6  1 0 Q •



Just as this issue was being prepared the 520STE reached
these shores, unannounced, as part of the Power Pack or
Expiorer Pack which was supposed to include the 520STFM.
The latter machine, it seems, is now gone and the STE will
take over. Good news? Well, maybe, but you'll have to wait
quite some time for software to appear which uses the extra
features of the STE (basically more available co/ours, a bit of
hardware scrolling and stereo sound) but in the meantime
you can have great fun in finding out what software doesn't
rim on the new machine! Yes, Atari have done it again, folks!
The STE has TOS 1.06 installed which contains an amended
version of the desktop which improves many of the previous
functions like disk copying and has a new selector box which
is still not a patch on the Little Green Selector available as
Shareware but it doesn't run some of the existing software!
So what doesn't run? For a start the present version of STOS
and all STOS based products, although an upgrade has
already been issued. if you buy STOS make sure you get the
latest version or the update disk with your purchase. Other
games which won't run in their present versions include
Stargiider, OverSander, Predator, Altered Beast and probably
many more. All these games are being changed but watch
out if you buy mail order as you may not get up to date
copies.
Artronic seem to have settled down with new releases
coming, regularly. One to lookout for is SOLDIER 2000 in
which you play a female soldier of the future! Outlaw have
S.E.U.C.K. available which sounds pretty horrible but is in
fact a Shoot Em Up Construction Kit which, supposedly,
allows you to create your own games masterpieces using the
tools that the professionals use. DAMOCLES must be out by
now surely? Lots of pre-release stuff was floating around
before Christmas for one of the most hyped game of the
Eighties. Will it become one of the first hits of the Nineties?
FUTURE WARS just missed a review this issue and is claimed
to be a new type of computer game that has taken three
years to develop. its an adventure which the authors claim is
as intelligent as Sierra On-Line but 20 times better pro-

duced"! Dornark are still busy snapping up coin-op licences
and S.T.U.N. RUNNER is the latest to look out for but they
state that it will not be released until late 1990! Meanwhile,
just as we went to press, Tyne Soft's BEVERLY HILLS COP hit
the streets and looks likely to be the smash of year so far, at
least it should sell a lot of copies just on the packaging which
prominently features Eddie Murphy.
It's going to be an interesting year as far as prices are
concerned with several new labels putting out ST software at
/4.99. Smash 16, part of the Interceptor Group released
half a dozen titles last year, some reviewed this issue, which
include HOLLYWOOD POKER, EXTENSOR, EAGLES NEST
WAR MACHINE and JOE BLADE. Code Masters and Master-
tronic also have a number of £4.99 titles and there should
be many more available shortly assuming, that is. that the
main distributors and retailers are willing to sell them! Many
of the titles are re-releases and not particularly sophisti-
cated but there are one or two new releases and some real
gems at the price. It the good ones take off then we could
find a real sort out in the ST world this year as previous
bargains' at £9.99 and £14.99 suddenly become rather
expensive in comparison. Looks like 1990 could be the year
in which the proliferation of discount merchants begins to
abate and we get back to some sense, There are going to be
some who go to the wall, after all how much can you make in
discounting £4.99 games? Let's hope that it's not your
money in the post when the announcements begin!

ELVIRA - MISTRESS OF THE
DARK

The falcon
attacks!

One of the
soldiers

after your
head

The falconer
with his falcon

A Skeleton
Warrior. None
too friendly!

All screens shots taken from Horror Soft's latest
release boasting not only excellent graphics but

also digitised sound and a full Midi sound track
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Hawaiian islands, a seventeenth
century sailing ship, a thirteen

thousand foot high grand piano, and the
secret jewel of the goddess Pele? You'll
never guess in a million years, so I'll tell
you. They're all features of Hawaiian
Odyssey, the latest Flight Simulator II (FS2)
scenery disk.
Sublogic appear to have taken a com-

pletely fresh approach with this exciting
new IS2 accessory disk. To start with, the
packaging is totally different from its pre-
decessors, looking more like a game pack-
age than a piece of serious simulation
software. The contents are much the some
as before though, containing the usual
single sided disk, map, instructions, and
detailed airfield diagrams.
The subject of the disk is Hawaii, those

magical isles situated halfway between the
west coast of America and japan. At first
sight it seems very much like any other
FS2 scenery disk. It covers the eight major
islands in the Hawaiian group, and in-
cludes 26 airfields. Five of these are equip-
ped with 1LS (Instrument Landing System)
for poor weather approaches, and also
VASI (Visual Approach Slope Indicator),
the system of coloured runway approach
lights designed to help you land in clear
weather conditions. There are radio navi-
gation aids aplenty, so you'll have no
problems finding your way around. Total
urea covered is about 100 miles by 350
miles, which is fairly small compared with
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Flight Simulator 11
Hawaiian Scenery Disk
Sublogic
E19.95
John S Davison
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some of the earlier
scenery disks.

EXPLORE A
VOLCANO

The Hawaiian is-
lands are moun-
tainous, and this is
reflected in the
scenery on this
disk. Six of the is-
lands have at least
one mountain,
with more on
some islands. Two
of the them have
huge volcanic craters, which you can
actually fly down inside if you're brave-
and this is where the fun begins.
Descend into the main crater of Kilauea

and you'll be thrown into an instantane-
ous space/time warp! Suddenly you're
skimming the waves at the other end of
the island chain, and if  you look around
you'll see a late seventeenth century sail-
ing boat under full sail!
Make a slow descent into the main crater

pi' Mauna Lou and you'll find yourself in a
wasteland, seemingly featureless except for
the Seven Portals, each one leading to a
different alternate reality_ Enter any portal
and you're instantly transported to the
strangest of strange lands. Here you'll find
an airfield inside a massive truncated
pyramid shaped fortress, which defies all

attempts to land on it. You may also
find an aircraft carrier floating 3500
feet above the ground, and airfield
runways suspended at various heights
in mid air. Again, they're impossible
to land on, which is a great pity.

MONSTER KEYBOARD

Other weird sights include a gigantic
grand piano, the keyboard of which is
about the size of a normal airfield
runway. Yet again the object seems to
have the density of air and you just
sink straight through it if  you attempt
a landing. Nearby there's a huge wall

with a doorway in it. Fly through this and
you'll find yourself in the biggest kitchen
you've ever seen. It's complete with fitted
units, fridge, and other kitchen furniture,
and if you search carefully you'll even find
a fly (about the size of your aircraft!) sit-
ting on one of the worktops. This isn't
realism - it's surrealism!

'transported to
the strangest of
strange lands'

The other portals lead to equally bizarre
sights. I won't spoil any more of your fun
by telling you about everything that's
here, so buy the package and find out for
yourself.
If you tire of the portals, try the quest for

the secret jewel of the goddess Pele. This
has you meandering from one end of the
Hawaiian group to the other, following
large flashing arrows laid out on the
ground. Follow them to the end of the trail
and you'll find something that Pink Floyd
fans will instantly recognise!
All the graphics on this disk are of the

usual excellent Sublogic standard, with ev-
erything depicted in full 3-D colour-filled
form. Runways have received extra special
treatment, with many having threshold
markings, distance markers, and touch-
down zones with dimensions and place-
ment to FAA specifications_ You can't get
more realistic than that, can you?
Although I thoroughly enjoyed this disk I

did find it less reliable than previous Sub-
logic products - it bombed out too often for
my liking. Conventional scenery is a little
sparse too, the only real buildings being a
Few tower blocks in Honolulu, and the USS
Arizona National Memorial at Pearl Har-
bour_ Overall, though, Hawaiian Odyssey
is a welcome addition to the FS2 scenery
disk library and is different enough to add
yet another new dimension to the basic
FS2 package. FS2 fans will love it.



MOUSE
CHAMPION!
Waste of money buying another mouse isn't it?
Les Ellingham used to think so until this little beastie arrived
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the slow speed of the Atari mouse and resort to one of
the many public domain programs to speed up the

mouse reaction? Those programs certainly work but can be a
pain in that you must remember to run the program or boot
with the right disk to automn them each time and occasionally
they clash with other programs. A better solution to the problem
is a better mouse but until recently there have been no alterna-
tives for the ST, at least not at anything like a sensible price.
Now from the land where STs are born (Taiwan) comes a new,
relatively cheap, mouse that is compatible not only with the ST
but also the Amiga and Amstrad. The price is still fa irly steep at
£39.95 but you can pick them up for less, and you do get a few
free goodies like a mouse mat come cutting mat, a mouse holder
and a discount voucher for a very small range of Electronic Arts
software.
Now a mouse is a mouse isn't it? Well, that's what I thought

until I got this little beast home and hooked it up. Over in the
Far East they have obviously been doing some genetic engineer-
ing on mice and this one really is a joy to use. It claims a higher
resolution, at 280 dpi, than standard mice which means that
that cursor fairly flies about the screen and the buttons click
smoothly and effortlessly. In addition it has a more ergonomic
shape that lends it much finer control.
At first you will find that the resolution is too high and you will

move the mouse far too quickly with the result that the cursor
skips on screen. Slow it down with slight and gentle movement
and you will find the Naksha mouse effortless to use. Co back to
a standard Atari mouse and you will not believe how slow and
clumsy it is.
As well as its ergonomic shape, the Naksha mouse has a much
longer tail than its less developed cousins which, strangely, can
be a bit of a nuisance. As there is a plug in adaptor for the ST
about nine inches in length the mouse already plugs in some
distance from the computer and a lead almost six feet in length
means that you can either work from the other side of the room
or have masses of cable whirling round your desk. I have
resorted to burying most of it under the keyboard!
Upgrading your mouse might be considered to be one of those
frivolous luxuries but, believe me, once you have tried this one
you will wonder why you didn't buy one before. I bought mine at
the Computer Shopper Show only because everything else was so
boring and I desperately wanted to buy something. As it turned
out it was a real treasure. The recommended price of E39.95 is
high, even though other mice can cost a lot more, but you can
get them discounted to around E30. I paid a mere £24.95 at the
Amstrad User Group stand which made it a real bargain, so if
you can't find one at your local ST shop, take a look through one
of the Amstrad magazines.
My advice is to throw that Atari runt away and treat yourself to

a real pedigree s how mous e!  •

THE NAKSHA MOUSE A  real pedigree rodent for f39.95
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NEW!

CRE T

CRICIT  i s  an in tegrated  Cash  R e g i s t e r  8,
Inven to ry CAn t ro l package. For the price of a cash
register, you can own the comp le te  Bar Code Ready
CRICIT System.
• Complete cash regis ter functions
• Flexible inventory control for 65.500 products
• Daily , per iod and yearly reporting
• P rice /p ro d u ct  labe ls with optional bar code
• Reads bar code directly  from packaging
• Coupon issue and redemption(fixed or % of sale)
• Customized receipts, inventory and reporting
• R e a d y
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re-order calculation
• Commiss ion calculation for 15 sales clerks
• Ma iling  l is t s  in list and label formats
• Lay- aways, auto-discounts, s tock searches
• Categories, departments, non-stock items
• Between-store reporting via modem
• Use r-f rie n d ly error correction and training manual
E249 + V A
T.SOFTWARE
DCPRESSIIM

"INVENTORY CONTROL .  .
at CASH REGISTER PRICES!
"
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to the Seoul Olympics and the play-
er is invited to compete in eight

events, namely: Archery, Velodrome Cycl-
ing, Diving. Hammer Throwing, Hurdles,
Pole Vault, Rings and Uneven Parallel
Bars.
After an opening ceremony portraying
Korean travelogue pictures, you are pre-
sented with a map of the Olympic Village
with icons representing each of the eight
events placed in the relevant stadiums.
Position the cursor over the event you
want to practice • and practice is highly
recommended, if  only to see what lies be-
fore you! To begin select the 'OTHER OP-
TIONS' icon and then decide which coun-
try you wish to represent. You may com-
pete with two or more 'human' players or
against the computer.
ARCHERY entails setting the tension on

the bowstring and aiming at the target,
taking into account the changeable wind
direction factors_ This is the ONLY event
that doesn't require a time limit.
VELODROME CYCLING presents a 3D

view from behind two cyclists (with an
aerial view of the whole stadium along-
side), one of whom is under joystick con-
trol. Speed is built up by frantically wag-
gling the joystick, but it is also possible to
'slipstream' directly behind your opponent
to save energy and effort, and then make
a break for the line when ready.
DIVING appears to be easy, but it is more
difficult than you think. Set the desired
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THE GAMES -
SUMMER EDITION
U.S.Gold/Epyx
L24.99
John R. Barnsley
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A R C A D E

THE GAMES
SUMMER EDITION

tension on the
springboard and
away you go. The
spring must be
precisely timed to
allow any of the
16 possible dive
variations to take
place.
HAMN1ER
THROW takes a
while to get used
to. Waggle the
joystick and watch
your thrower turn
faster and faster,
then hit the fire
button at the correct moment and away it
goes t r y  letting go whilst he hammer is
facing directly at you!!
HURDLES ...• again, your success is really

down to the speed of your joystick wag-
gling prowess, although precise timing of
your leaps over the hurdles is crucial if  you
don't want grazed shins.
POLE VAULT allows you to view your

vaulter from the front. Speed him up by
moving the joystick left and right in syn-
chronisation with his foot movements,
plant the pole correctly and over you go

hopefully!
The next two events take place indoors
and are a little more complicated, however
you will find comprehensive instructions
for these latter two (with diagrams) in the
game documentation.

THE RINGS require you to move from
position to position in a graceful
sequence to attract maximum points.
waggling the joystick at a certain
speed to perform the move indicated
by a flashing icon on the screen.
THE UNEVEN PARALLEL BARS is in a

similar vein, but you simply push up
or down to select the direction of mo-
tion and your little gymnast does the
rest.
The graphics are extremely varied

due to the different events but are
always of a high standard. Anima-
tion is smooth and there's plenty of it
throughout this particular package.

There are also some nice humorous
touches, as in the Archery event when a
disgruntled little mole appears cursing in
'Korean' if  you should bury your arrow in
the ground below the target. Your competi-
tor will also be seen crying like a big baby
if he fails to come up to scratch on the
indoor events!

'much practice
wi l l  be required'

Sensible control systems make it easy for
anyone to get into the game straight
away, but cleverly designed events mean
that much practice will be required. The
only drawback with this type of package is
the amount of disk swapping and the time
lapse between events. This ST version
comes on four disks so be prepared for
many delays.
The Games - Summer Edition is a useful

multi-format sports simulation and this
makes it a winner for athletics fans or
otherwise.

•  S I G H T  Er SOUND - both digit-
ised and 31) graphics are utilised
and are very impressive. The
music is fine with great sampled
sounds and spot FX, and the
occasional humour ties in nicely
with the general 'feel' of the
game

•  G A MEPI A V - Smooth execution
of most of the events and so
much variety that you'll be spoilt
for choice

•  V E R D I C T  - The complete lay-
about's chance to compete in the
Olympics b u t  have a spare
joystick warmed up, just in case!!



ATARI ST SUPERDEALS A L

4 ; ; ; I t  5 2 0  STE Power Pack£ 3 5 9 . 0 0  N E WSTE
Inc. VAT and Next Day Delivery

Power Pack inc ludes:
*  520 STEM 512K Keyboard with Built-in 1 Megabyte disk drive and TV

Modulator
*  Over £550 worth at games software. including OutRun, Gauntlet 2,

R-Type. Space Harrier. Super HangOn and 16 more Top Games
*  Organiser Business Software including WORDPROCESSOR.

SPREADSHEET and DATABASE.
* First  BASIC and First Music Utility Software
*  FREE JOYSTICK AND FREE MOUSE MAT WORTH E4.95
* All leads. manuals PLUS MOUSE and tree mains plug'

REMEMBER! Many ST's do not come with BASIC - Ours come with
ST BASIC REV D by Metacomco.

NEW
520STE Explorer Pack S T E

E 279. 00
*Expiceef Pack InCludeS 520STEM 512K Keyboard with built-in 1 Megabyte DiskDrive and Tv Mooulator
* • FREE Came ST Tutorial and METACOMCO Basic worth E25 Oa
xi All Leads. Manuals PLUS MOUSE and FREE Mains 1
3
' . . ig i  *  F r e e  
m o u s e  m a t  
w o - t h  
E a  
9 5

Atari SC1224 Colour Monitor inc lead

1040STE Super Pack
£479 . 00

*  Includes the new 1 megabyte 1040STE keyboard plus £450 worm l of software.
Comprising 21 games and Organiser Business Software Also includes
Meracomco BASIC. Mouse Pao. ad Leads. Manuals and Mouse.

* 104o STE keyboaro without software E 4 3 9 . 0 0

Atari SM1 24 Mono Monitor including lead

1040STFM Business Pack
£ 4 3 9 . 0 0

Business Pack includes:
* Alan to4OSTEM Keyboard with I meg memory and I meg bi.xt- in disk drive

pais TV modulator.
*  0 8 5  won
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SUPER BASE PERSONAL Dalabase MBEli and VIP PROFESSIONAL Lotus 123
Spreadsheel done I EI W Metecomco Basic it25  DOI

*  A t  leads manuals and mouse. •

Philips CM8833 stereo colour monitor inc. lead for ST or Amiga..

MEGA 1 BUSINESS PACK
£ 5 2 9 . 0 0

Features:
*Separate Keyboard arid System Lint
* All the Software included with 1040 STEM Business Pack.
* Blitter chip installed for taster graphics

inc SM124 Mono Monitor... E 6 2 8  00

Commodore Amiga A1084 Stereo colour Monitor inc lead £249.00
Atari SC1224 Colour Monitor inc lead £259.00
Atari SM1 24 Mono Monitor including lead £104.00
Philips CM8833 stereo colour monitor inc. lead for ST or Amiga.. .C259.00

Sixteen B it Superdeals from the S ixteen Bit Specialists !
CUSTOMERS PLEASE NOTE ! Whe n c ompa ring prices  re me mbe r  ours  inc lude  fas t delivery  by courier.

ACCESSORIES
Cmckshot II Turbo Joystick £ 9 . 9 5  Branded Memorex 35 DS DD Disks
Competition Pro 5000 Joystick £13.95 B o x  of 10  £ 1 3 . 9 5
Competition Pro with Aulatire £14 . 95  Me mo r e x  Disk Box
K01111( Speedking Joystick E 1 1 . 9 5  F o r  40 3 5" Disks   £ 8 . 9 5
Red Mouse Mal with Amiga logo ...E5.95 A mi g a  1.2 Meg Expansion E 1 1 9 . 9 5
Plain blue Mouse Mal £ 4 . 9 5  Con t ro l  Centre Atari or Amiga £39. 95

Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad E20 95

PRINTERS
Star LC24-10 24 pin incl. lead ST/Amiga £ 2 4 9 . 0 0
Star LC10 including interlace lead for ST/Amiga £ 1 6 9 . 0 0
Star LC10 colour including interlace lead for ST/Amiga E 2 1 9 . 0 0
Citizen 120D including interface lead for STiAmiga £ 1 5 9 . 0 0SEIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES
Seikosha 9 pin NLO including interlace lead for SLAmiga ..... 3 9 . 0 0
Seikosha 24 pin LO including interface lead for ST/Amiga .....  C239 00

AMIGA A500
GAMES PACK

£399.00
Inc VAT and Next Day Delivery
BAT Games Pack includes:
* Amiga A500 512K Keyboard wan Built-in 1 Megabyte disk drive
*  Free TV modulator worth C24.99 allowing you to use the Amiga with

a normal TV.
*  DELUXE PAINT II and PHOTON PAINT Graphic Packages

WORTH over E100!
* FREE,  only-just-released BATMAN - THE MOVIE games software
*  NEW ZEALAND STORY arcade games software.
*  F16 - INTERCEPTOR - amazing 3D flight simulator software.
* A further £230 worth of Games Software. including BUGGY

BOY, MERCENARY, BARBARIAN. WIZBALL & six more games.
*  FREE MOUSE MAT worth £4.95
*  Amiga BASIC, Amiga EXTRAS 1.3, Workbench 1.3 PLUS the

Amiga Step by  Step Tutorial.
*  All leads. manuals PLUS MOUSE and mains plug'

AMIGA 1 MEG
BAT GAME PACK

E529.00
1 Meg Bat Games Pack includes:
*  Fitted 1 Megabyte Memory Expansion + Real Time Clock Card
*  Everything listed for the A500 Bat Game Pack
*  DRAGON'S LAIR 1 MEG MEGAGAME
1

AMIGA A500
CLASS OF THE 1990'S

BUSINESS + EDUCATIONAL PACK
£ 5 4 9 . 0 0

FEATURES
:*  Amiga A500 + TV Modulator
*  Midi Interface + Software
*  Kind Words II word processor
*  Page Setter DI P
*  Super Base Personal

Database

•  Maxiplan 500 Spreadsheet
*  Amiga Logo. BBC Emulator.

Deluxe Paint II
*  Mouse mat, 10 blank disks

and disk wallet

EXTERNAL DISK DRIVES
0
3
9
9
.
0
1

Atari SF314 1 Megabyte. .
Amiga A1010 1 Megabyte E
Cumana 1 Megabyte Atari or Amiga E 8 9 , 9 5
NEC 1  Megabyte Atari or Amiga  E 7 9 . 9 5
Atari Megafile 30 Hard Disk E 4 3 9 . 0 0
New! Commodore A590 20 meg hard disk 0 6 9 . 0 0
A590 Hard Disk + Memory Upgrade installed P h o n e

MONITORS

CREDIT CARD ORDERLINE 0908 378008 Tr
To Order: either call the credit card order line above with your Accessairisa credit card details or make a cheque,1
3
0 p a y a b l e  i o  D i g i c o m  C o m p u t e r  
S e r v i c e s  L t d .

and send it with your order to the address below We've moved to larger premises - Callers most welcomel

DIG ICOM
Unit 36, Whariside, Fenny Stratford, MILTON KEYNES MK2 2AZ

All prices include VAT and next day delivery by courier
VISA
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WITH YOUR ATARI

John S Davison's
regular guide to

all the ways
of making music
on your favourite

computer

ast issue's announcement about the arrival of
the ST public domain software for the Yamaha
PSS-480 and 680 home keyboards seems to have
created quite a stir! The new PSS disk in the Page
6 PD library is an instant hit it seems, so there

must be an awful lot of you PSS owners out there. For
those who haven't got the disk yet, here's a few details to
whet your appetite.
The programs were written by David Gymer of Louth,

who needed certain MIDI utility programs for use
with his PSS-4180. As there was nothing available com-
mercially he decided to create them himself. Like many
programming enthusiasts Dave is letting the rest of the
ST community benefit from his hard work by releasing
the code into the public domain. Thanks Dave, it's very
much appreciated!
The PSS disk contains several useful utilities, including a

PSS patch editor, a drum machine program, a MIDI
System Exclusive librarian, a music tablature sheet prin-
ter, and a few sample voice patches and drum patterns
to get you started. As a bonus, Page 6 have added several
song files in Activision's Music Studio format arranged
specially for the PSS machines. There's also (very) brief
documentation on disk for each of the main programs.

58 I s s u e  42 - New Aiori User
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BUILDING PATCHES
The most interesting program for me is the Patch

Editor. The PSS's front panel gives you access to only
nine of its voice parameters. Dave's program now
makes it possible to get at the rest via MIDI System
Exclusive facilities. It lists 36 voice parameters on the
screen, and you just key new values into them as
required. Push one button on the PSS and you can
instantly play the new voice patch you've created.
One small snag - there's nothing to explain what these
parameters actually are or what they do! Useful clues
can be gleaned from the section of the PSS's instruction
manual entitled "Exclusive Data Format". It doesn't
explain things in detail, but the information there plus
a little experimentation should soon give you a basic
understanding of which parameter does what,
The Patch Editor can only download voices to the PSS's

voice banks, so you can't upload an existing voice to
inspect or modify its parameters. It does have disk

save/load facilities though, so once you've created a
voice you can store it for later use. On bootup the
program provides parameters for a 'default' voice, and
this plus the supplied sample patches give you a good
starting point for experimentation.
This program means we now have a way of collecting

and distributing PSS voice patches. If any of you create
patches you're particularly proud of, why don't you send
them to me (care of Page 6) for possible inclusion on a
future PSS Voice Patch Library PD disk, or publication in
this column? Send them on disk (with SAE please, if  you
want it returned!), or just copy the parameter names and
values from the editor screen onto paper and send that.
Dave Gymer shared his work with the Atari community -
here's your chance to do the same and help repay him.
Everybody benefits, so get cracking now!

PSS MEMORY DUMP
The next program is the System Exclusive librarian,
which allows you to bulk dump the PSS's memory into
the ST using MIDI System Exclusive facilities. This means
you can now capture and store the five voice patch
memories, the onboard sequencer's five melody and
chord memories, and the rhythm pattern memory. So,
anything you can customise on the PSS can now be
saved to disk for reuse at any later time!
Even better, each of these items can be split out of the

bulk dump and saved as separate files, so you can build
up libraries of voice patches, songs you've sequenced,
and rhythm patterns. These are really great facilities to
have and will add enormously to your enjoyment. The
only extra I'd like to see is a way of splitting the sets of
five voice patches out into separate voices so you could
load them individually into the Patch Editor. Any chance
of implementing this, Dave?
The drum machine program turns the PSS into a drum

machine (surprise, surprise). Instead of the rSS's single
two bar drum pattern capability, this utility lets you
program as many different two bar patterns as you wish,
via a very easy to use grid based editor. These may then
be linked together and looped as required to form the
rhythm track for a complete song. There's a fixed choice
of only nine percussion instruments from the PSS-680's
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set of 32, and you can't synchronise the rhythm with the
PSS's internal song sequencer yo u  have to play along
'live' with it. But then at the price, who's complaining?
The final program is rather out of place on the PSS disk,

as it's a utility for printing out blank guitar tablature
forms. Guitarists sometimes use these as an alternative to
conventional notation when writing music down on
paper. There's not much to say about it really, except
that it's designed to use the IBM character set on Epson
compatible printers, and seems to work OK.
Overall, I can't see how any PSS owner would want to be

without this disk. It adds enormously to the enjoyment of
using the instrument, and at £2.95 it's unbeatable value
for money!

GOING ONE BETTER
I've been using my PSS-680 for well over a year now,

and have learned a tremendous amount about MIDI and
electronic music making from it. But - the upgrade bug
recently struck, and I succumbed to the charms of a
Yamaha YS-200 synthesiser. I f  I was amazed by the
PSS-680 when I first got it, then I've been knocked
breathless by the YS-200! If you're contemplating up-
grading, or just want to start with a more 'professional'
instrument you may be interested to hear about the
differences between this type of instrument and the basic
PSS machines.
Hot and foremost is the sound! I fell in love with it the

first time I heard it, as the instrument produces some
gloriously rich sounds. As supplied it has 100 preset
patches, plus a further 100 programmable memories for
your own patches. These can be saved on an optional
32K RAM card if  required. An additional 100 presets can
be plugged in on ROM cards, so you can have up to 300
different on-board voices available if you wish.
It uses the same basic synthesis method as the PSS

machines, but employs a much more complex version of
It. It's called Frequency Modulation (FM) synthesis, now
considered old fashioned by the pundits as it's been
around for about 5 years. The PSS machines use the most
basic form of FM, using only two interacting digital
waveform generators (called 'operators). The YS-200 has
four operators, and these endow it with a far richer
sound than its little brother. Also, these operators may be
interconnected in several different ways (known as
'algorithms') to produce sounds which are impossible on
the PSS. For instance, you can synthesise the sound of a
whole orchestral string section, rather than just that of a
single violin as on the PSS.
If you think 36 patch parameters on the PSS is bad

enough you should see what you have to do with a four
operator machine! To give Yamaha their due, they've
fitted the YS series of synthesisers with 'Easy Edit' fea-
tures, which considerably simplifies the job of patch
editing but, as on the PSS machines, this cuts down the
control you have over the parameters and restricts the
possibilities. So, for total control of all the parameters
you have to use an ST based patch editor.

DIGITAL EFFECTS
The YS-200 also has a built-in stereo digital effects

processor, and this contributes massively to the quality of
the sound. It can add a wide range of hall, room, or

plate reverberations, delays, echoes, distortion, gated re-
verb, and reverse gated reverb to the synthesised sound. I
particularly like the reverbs, as they add a smoothness
and spaciousness to the sound that's a joy to hear.
Like the PSS, the YS-200 has a built-in sequencer, but

this one's much more advanced. It has eight tracks, each
with eight voice polyphony. In comparison, the PSS has
only five monophonic tracks. As well as real-time record-
ing it also has step-time, punch-in/punch-out, quantize,
and song edit facilities, and your sequenced songs can be
saved out onto an optional RAM card for long term
storage. In fact, it has most things an ST based sequencer
has, but it's not nearly so easy to use.
The other big difference is that the keyboard is designed

for adding expression to your music. The YS-200 keys are
full size, unlike the mini-keys on the PSS. Also, they're
velocity sensitive so hitting them faster produces a louder
sound. They're also aftertouch sensitive, so pressing them
harder after the initial depression can trigger additional
effects, such as vibrato, tremolo, wahwah, or tone shifts.
Unlike the PSS, the YS-200 can't produce sound on its

own. You have to plug in headphones or a separate
amplifier and speakers to actually hear anything. It
doesn't have the automatic play 'fun' features of the PSS
either - you have to play this beast for real. It's only
eight voice multitimbral compared to the PSS's twelve,
and you have to manually allocate voice polyphony to
MIDI channels. This is a real pain after using the PSS's
dynamic voice allocation feature.
As you can see, making music can become rather more

complicated when using more upmarket equipment. This
could mean you have to spend MORE time on the
technology and LESS on the music, which is not the idea
at all! It's here that the ST running good software can be
of great benefit, taking care of the complexities for you.
In future articles I hope to be able to look at some of
these products in detail to see how much they do help.

MIDI-MASTER
Remember I mentioned MIDI-Master (the MIDI interface

for the 8-bit machines) a few issues back? The reason
haven't mentioned it since is because we've had great
problems finding Molex plugs with which to connect it to
the 8-bit machine's serial port. Well, we finally found
enough to make up just 32 interfaces, and are in the
process of getting these manufactured. Soon, 32 lucky
8-bit owners will be able to buy them and start making
music via MIDI. I f  they're ready by the next issue I'll tell
you more about it then. In the meantime, if  you know
the whereabouts of any unmade Molex plugs (plugs
made up as leads will not do), please tell us, as I'm sure
the demand for MIDI-Master will far exceed the current
batch of  32! (All 32 were sold within a week of  the prelimin-
ary announcement, even though they were not, at  the time,
available.  Ed.)
That's all for this time, folks. Don't forget to write to me

(care of Page 6) with your music queries, suggestions for
things you'd like to see covered, or to send those killer
PSS voice patches you'd like the world to know about. I 'll
be delighted to hear from you. •

THE PAGE 6 PSS DISK
The PAGE 6 PSS DISK for the Yamaha PSS series la
available from PAGE 6 PUBLISHING, P.O. Box 54, Stafford,
ST16 1DA price £2.95.

New Alan User • Issue 47 5 9



1+1 E0 D
ES
K

01 71  314os In  113481 W a s
4 1 0 0 . 1 4  • 7  . . . m e t  o r
S .  . O r  W e e .  O r
. 2 0 2 1 0 0  O r    0 2
CHO I CE . .  . 1 0 1 2 1 2  0 2
1 0 2 . 0 2
1.4.602e e t  0 2 - 1 . 1 1 1  . 5 2
_ O E 7
.
0 1 2 . . . 0
2

. 11 , 017  O r  1 . 1 4  O r
621.1 - 4 4    . . 1 . 2
L T .  i t  0 0 0 0 2 2 1  S i
M i e l e f e  - S t  2 6 1 e  . . . 1 . 2
bi l de e NO 2 _ 0 2  S e r e n e  0 2
. . . 4 . 0 1 e M e o r
. 0 . 0 2 4 . 0 1  . . . E r  • ,
mv . 0 / 1 1  . 0 2
.  
1 4 1
.  
O
f

e t  e l .  4 4
. . . .  . .  1 1 . 1 t  •  I  lb • •
• l 0 2 6 0 . 1  e r  1 0 1 4 1 . 1 2  o 1
.   M r  7 0 1 0 4 1 2  0 2
O .  2  . e r  1 0 1 2 1 2  . O 2

0 4 4 . .
C .
Co 0 C. 1 .
C O O .
0 . 0 2 4 1 1 0

O r
0 /
0 2

0 2
J21 V T
• 2
M 4 e T t e  O r
112Me O r
0 0 0 .  O r
r e .  V E
MO Meeer S i
1 4 4 . 1 .  O r
I I   O r
2 1 6 6  O r
1 . 5 2 4 . 1 1 2  O f
4 0 0 0 1 6  o f

. 7 2 0 . 2 . 0 2
P O O .  . e r
C a t t l e .  44 .
C O O l e .
C i t R U S  . .
fi l l - S  I n
d e o  0 2
. • • • •
o l
P l e l fl o  . 7
0214001e e l
. 6 1 4 0 . 1  o r
• . • . •  o r
o r
e r a C t e l  e r
6 1 1 1 2 . 1 0  f r
S i l i c a  . 1 0 1
1 1 . 2 6  . 2 2

22
I.

e t e Cd  . 2 2
2 . .  . 2 3
. 2 1 1 0 1 . . 2 1
• 4 0 . 4 0  . m 2

CO O I CC . 2 2
. 2 3

2 0 0 2 2 1 .  . 4 2
CO N1 . 2 4  . 4 1
Ce o l e e l e . d e
CO WO  • l
Ce1011, 2 1
Ce d e l T e  , M a
C r . . .  . 4 1
0 6 . 1 1 0 3

r e e l  2 0  . . .  2 0 . .
l e n  1 1  0 2 . 2 e  1 2 . 1 2

2 0 . .
2 0 6 =  r d . • . .  • s . .
S4 6 4  e f e e e
f r e e  1 1 . 0 1 . 0 4
. 4 2  0 1 . 2 7 , 2 e  V S . .

5 1 . 2 8 . 2 4  2 . 4 2
2 7 • 1  0 1 . 2 7 . 2 4  O S . .

. 5 7 4  h I S S .  I r . , /
I S .  t e . .
1162 fl i E S .  l i e s )

1 4 4 1  r o e s , *  2 5 . 7 4
1 1 0 1  2 2 . 2 2 . .  • 2 . 2 1
2 . 1 1  7 0 . 4  e l  2 . 2 1
. 6 4  k l  e d

0:VOITUTkISS18-41%*.
1
4 
8

8

e t e Cd  . 2 2
2 . .  . 2 3
. 2 1 1 0 1 . . 2 1
• 4 0 . 4 0  . m 2

CO O I CC . 2 2
. 2 3

2 0 0 2 2 1 .  . 4 2
CO N1 . 2 4  . 4 1
Ce o l e e l e . d e
CO WO  • l
Ce1011, 2 1
Ce d e l T e  , M a
C r . . .  . 4 1
0 6 . 1 1 0 3

r e e l  2 0  . . .  2 0 . .
l e n  1 1  0 2 . 2 e  1 2 . 1 2

2 0 . .
2 0 6 =  r d . • . .  • s . .
S4 6 4  e f e e e
f r e e  1 1 . 0 1 . 0 4
. 4 2  0 1 . 2 7 , 2 e  V S . .

5 1 . 2 8 . 2 4  2 . 4 2
2 7 • 1  0 1 . 2 7 . 2 4  O S . .

. 5 7 4  h I S S .  I r . , /
I S .  t e . .
1162 fl i E S .  l i e s )

1 4 4 1  r o e s , *  2 5 . 7 4
1 1 0 1  2 2 . 2 2 . .  • 2 . 2 1
2 . 1 1  7 0 . 4  e l  2 . 2 1
. 6 4  k l  e d

Issassig F l i t  T l e .  U p t i o s s

•
z  
,
1
0
:
S
P
R
I
T
E
I
1
S
I
S
S
I
C
.
4
2
8
.
8

' S t   items 3n  248842 h e s t

•

e s t a mo k . .  v os •4 4 o . • • •  4 . 7 6 . 6 , ,
, ,

orne a s • . , s  m o s s o . .

, -  - 0 . 1 0 0 . 4  d • -• M  T I M  , n •  •  • • • •

-
I
F- - „  !I E

An example of the various icons that may be used in Neodesk.
Those en the window easily and quickly show different versions of
work in progress_ On the desktop are icons for frequently used
programs, any of which may be run threctty from the desktop
without opening any windows, lust double click on the icon. All of
the icons are user definable.
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Files may be shown as text and there is a wide choice of
information That can be shown or not. Here small text is used but
The normal size that GEM uses is available. Information not
normally required such as date and time can be excluded and a
Template option allows you to show only fi les with particular
extenders or fi lenames Fu ll wildcard selection is available.
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Hew fi e s are shown as text with the details of size, date and time
removed. Neodesk fits as many files as it can in the window,
according to the amount of information you have selected. In this
instance there are 78 tiles in full view. These can be quickly
switched to single column if it is eas ier to v iew them that way.

f you are a serious user of the ST then, like me, you probably don't buy that
many programs. Once you have found the programs that suit your particu-
lar use of the computer then you tend to stick with them. In my case the
programs that I use most are Fleet Street Publisher and Protext with maybe
four or five regularly used utilities and it is very rare that I actually need any
other programs. In order to actually buy something new I need to be sure
that it will get as much use as the other programs I have. I bought Neodesk,
after seeing the public domain demo version and it certainly lives up to the
aforementioned criteria, in fact it has become the one program that I use
every time I boot up the ST and I now wouldn't be without it!

A TOTALLY N EW DESKTOP

Neodesk completely replaces the GEM desktop and provides a totally flexible
environment that addresses most of the problems of GEM and adds many
new features that you may not have even considered but which quickly
become indispensable. The most obvious new features are the user definable
icons used to replace the standard GEM icons and, whilst at first these seem
rather gimmicky, they quickly provide a much faster way to recognise all the
different files on your system enabling you to work much faster.
Working faster is one of the major advantages of Neodesk. The GEM style

windows are retained but the 'grow and shrink boxes are dropped and other
features added like a 'go to back' button. There is no horizontal scroll bar,
instead all files are fitted into the available width meaning that only vertical
scrolling if  required. If you are viewing in text mode then even that may not
be necessary as you can use small text and take out non-essential details like
time and date. In this way over 100 files can be shown in a window! Most
users will find that more than adequate.
The various drop down menus of GEM are either replaced or enhanced and

little problems like not being able to rename folders are solved. Much more
information on disks or hard disk partitions or files is available and Neodesk
can give your disks unique volume names which can be quickly and easily
changed. Have you tried doing that with GEM?

MA N Y  MOR E OPTIONS

Formatting floppies and copying information is now a real joy since there is
a built in formatter that allows you to select the number of tracks and sectors
per track and use a 'twister' format for faster loading. Copying from disk to
disk is much faster and gives you the option to copy with or without format
or to lust copy all files, much better than trying to highlight them all in a
window.
Copying files in general becomes a delight as Neodesk will try and copy in

as few passes as possible and in the quickest way. All files to be copied are
first read into memory and are then written out to the destination disk with
a progress report on screen as you go. An added bonus, much used, is a
Move function which copies flies to other drives and also removes those files
from the original drive. On a hard disk this is much, much faster than a
standard copy arid then delete.



Having wasted a lot of money in
the past on programs that don't
perform, Les Effingham needs to be
convinced that a program is really
useful before buying it
Does Neodesk qualify?

A lot of the facilities available, once selected may be saved in a desktop file
but, unlike GEM, any number of different desktop files can be created and
saved. If you switch between colour and mono then Neodesk will recognise
and load the appropriate desktop so that you always have the best setup.
Having the best setup is one of the real advantages of the program and
perhaps its strongest feature is the ability to take any program out of a
window and drop it on the desktop_ This means that your most used
programs can be run directly from the desktop without ever opening a
window and it doesn't matter where those programs are or in what folders.

CREATE YOUR OW N  ICONS

There are many other facilities that I have not mentioned such as the ability
to perform a warm or coldstart from the keyboard, the use of key commands
to replace all drop down menu items and many others. The one extra feature
that must be mentioned is the Icon Editor which enables you to create your
own custom icons. This is an easy to use grid editor, much like a sprite editor,
with which you can amend any existing icon or create your own. Alterna-
tively separate icon files can be loaded in and individual icons can be added
to your personal collection. Several hundred such icons are available in thepublic domain.

ESSENTIAL FOR HARD DISK USERS

Neodesk really comes into its own when used with a hard drive but it can be
used quite effectively in a twin drive system. On a single drive its use may be
quite limited since it needs to reload each time you exit a program but even
then many of the facilities may prove to be quite useful.
For Hard Disk users I would soy that Neodesk is almost indispensable and if

used with the shareware programs Headsturt to outoboot and the Little
Green File Selector, which is everything that the GEM selector boxes should
have been, it will transform your ST into a totally different, much more
flexible and more powerful system. ca n n o t  recommend Neodesk highly
enough, it is now the one program that is used more than any other o wn
and worth every penny of its price.
Neodesk costs E.39.9.5 and should be available from most reputable ST
retailers, although it seems a little difficult to locate. A public domain demo
version is available from Page 6 price E2.95 and is highly recommended if
you are not quite convinced that your system needs upgrading.

A number of standard iC0075 are available with Neodesk but if you
don't like them you cart quickly and easily design your own with
the Editor supplied. Other, ready drawn, icons are available in the
public domain arid most of those used on the setup illustrated are
taken from the Page 6 Library disk ST228 which contains hun-
dreds of icons and an excellent demo version of Neodesk
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The comprehensive Neodesk Control Panel has more features
than the GEM version including a useful corner clock that stays on
screen throughout most programs. even Those that don't use
GEM. Again note the icons along the top, personally selected. I f
you don't like This style choose something that you do like!
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Neodesk contains a useful printer feature that allows you to
configure your printer and queue various fi les for printing, no
matter where they are on the disk To  print files you can just drag
them to the printer icon or use the 'queue', All printing is carried
out as a background task so you can get on with Other work.
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Lots of options may be set and the desktop can be saved in a
variety of ways. Unlike GEM, you are not restricted to one single
format, and can save several different desktop setups. Neoo'esk
saves separate mono and colour desktops so that if you switch
between each, the relevant desktop setup is loaded.

•
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Mac 's  The  Chain'
ec hoed  in my  mind as I

looked at  this game.  Sadly the
loading music was  not  a
pat c h on this but  the game
certainly  was, This one c laims
to be  a Grand Prix Motor Rac-
ing s imulator whic h is an apt
descript ion, The pac k aging in-
c ludes a c omprehens iv e in-
struction book let  that  needs  to
be fully read and unders tood
in order that  the utmost  value
may  be gained.
It is possible to quick  start the

program and use the mous e
to steer, ac c elerat e and
brake but  that  degrades  the
program to a poor car rac e
g a me  of  whic h there are sev-
eral c omparab le  and some
bet ter versions. The interest in
this is f rom the pit  modifi c a-
tions and the c hanges
needed  to suit the Ferrari to
rac e on eac h of  the Grand
Prix circuits of the world. -

FACTS
Title: P A L A D I N
Publisher: Omnitrend/Artronic
Price, £ 1 9 9 5
Reviewer: John Sweeney

SIGHT & SOUND
Average graphics, adequate
for the type of game; fYlitlinICI
sound effects

Slow and cumbersome in
places, but sufficient variety to
keep you busy for a few hours

VERDICT
Not a great game. but good
value if you want to build your
own dungeons

62 I s s u e  42 - New Alan User

The g a me  proper
starts before the
opening of  the
1986 rac ing sea-
son at  the test
t rack in I taly and
here,  af ter perus ing the manu-
al, It is possible to select  your
f av oured gear,  suspension,
ly re and engine settings or rely
on your chief  mec hanic ' s
adv ic e whic h is normally  fairly
good.  Onc e  the sett ings are
dec ided,  and prac t ic e at  the
test t rack has you feeling c on-
fi dent ,  It Is possible to ac c eler-
at e the real t ime c lock  to the
next race.  Onc e  more prac -
t ice and qualif y ing rounds
give room to fine t une and
renew the engine and other
parts so that  the real r a c e
may  take place.
The t rack scrolls In the manner

of Pole posit ion with semi-
t ransparent  oppos it ion
appear ing  and dis appearing
round bends.  It is possible with

I FI TEEM 7 t T rm u.4-$ 4
lit I n /  VIDIC

Hea l th: l e n
Enc I 1
, -,O ccu r : f•DX

D e te c I  OD
Se e *  lb.

aladin is an RPG whic h
uses a bird's  eye v iew
of your men and the

terrain around t hem similar to
the bat t le sequences  of  the
Ult ima series and the SSI Fan-
tasy RPGs. but  spread over a
muc h wider scrolling area.
There are 10 short quests to
fulfil, af ter eac h of  which your
Paladin may  Improve in his
abilit ies. The quests c an be
play ed in any  order (apart
f rom t wo whic h are linked),
You get  some helpers in eac h
quest: Swordsmen.  Mages
(with half  a dozen spells at
their disposal, e.g. Det ec t
Door,  Invisibility, Fireball),
Thieves and Rangers  (who c an
use a c ouple of  the spells).
Scat tered around may  be any

- - e 1 =
1
: u o w •
-
•

prac t ic e to win races and
obt ain points on t he Grand
Prix table,  but  mak e a mistake
a n d  you c ould be hospitalised
for many  days even missing
the next race.
The sound effects are weak

and  unconv inc ing,  the
graphics  bear only  fl eet ing re-
s emblanc e to the tracks con-
cerned,  al t hough all major
chicanes  or t rademarks  are in-
c luded.  Perhaps this g a me
does  not  want  judging as an
arc ade  rac e g a me  but  rather
as a long term tac t ical s imula-
tion.
I enjoy ed it as a c hal lenge

a n d  also on t he level of  under-
s tanding the problems  a
Grand Prix t eam faces
t hroughout  a season.

of 13 items, such
as Crossbows.
Amulets  of  Levita-
t ion, Potions of
Healing and Orbs

of  Fire. The objec t ives  involve
rescuing prisoners, fi nding
scrolls, killing enough of  the
enemy  and escaping.  The
enemy  range f rom Dragons
and Trolls to Sorcerors and
Spirits, all deadly !
Play is almost  ent irely mouse-

driven. Each of  your c harac -
ters is given an alloc at ion of
Mov ement  Points eac h turn,
bas ed on basic  ability,  load.
health and vitality. Every ac -
t ion - mov ing,  fi ght ing.  etc.  -
takes a certain number  of
MPs. Onc e  you hav e mov ed
all your guys then t he enemy
gets to use his MPs whic h c an
be quite deadly  as eac h
enemy  may  be able to aim
mult iple blows  at  your guys,
and you c an only  save at  the

FACTS
Title: F E R R A R I  FORMULA I
Publisher: Elec t ronic  Arts
Price: £ 2 4 . 9 9
Reviewer D a m o n  Howarth

SIGHT & SOUND
The spot effects and engine
noise are weak while the
graphics only adequately con-
vey The impression of the race
track

GAMEPLAY
Tactically interesting Learning
to control the car is a chal-
lenge but it is not a fast arcade
game, merely an acceptable
race gam e

VERDICT
A good simulation of a Grand
Prix season - only buy if That is
yaw interest

PALADIN
END of  the enemy  phase!
Unfortunately  the mouse

reacts very slowly and there
are not  enough icons on the
screen. For ex ample.  there is a
Sword Icon for At tack,  but
none for Cast  Spell, Ins tead
you hav e to hold down  SHIFT
while c lick ing on the Sword
Icon! Weird!  Similar s t range
c ombinat ions  of  key-strokes
and mous e clicks hav e to be
used to switch characters ,
turns, or to end your turn, The
other downer  is that  It is all a
bit s low, the screen scrolls
slowly every  t ime you mov e a
charac ter,  and s low GEM win-
dows  open to ask you ques-
tions. Dungeon Master it ain't !
The bigges t  bonus is that  you

c an c reat e your own quests.
The g a me  inc ludes a c om-
plet e Dungeon Editor with
over thirty terrain types for you
to build your own overland
adventures  or dungeons.
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version of  an arc ade
g a me  that  still pops  up

in some local pubs  and
attracts some interes t  Basical-
ly it is a scrolling g a me  in
which the objec t  is to drop
bombs on, and breat h fl ame
jets, at  the oppos it ion - evil
minions of a c ruel serpent
demon.  The player is, in fact ,  a
large three headed  dragon
and is going to save the Prin-
cess Alicia. There are of  course
the mandat ory  end of  level
monsters to def eat  to progress
to each of  the 8 levels all of
which need the acquis it ion of
bonus eggs  and gems  to en-
sure the full killing power  of  the
creoture.
This game c omes  with a

sparser set of instructions than
even the Ca p c o m series, (why
is it that sof tware c ompanies
assume that  everyone has
played the original arc ade
game?) but  fortunately  this is

FACTS
Title: W A R  MACHINE
Publisher: Smas h 16
Price: £ 4 . 9 9
Reviewer J ohn Davison inr

SIGHT & SOUND
The graphics are not the best
you'll ever see, but  they are
both fast and colourful The
high quality  sound uses sam•
pies to great effect

GAMEPLAY
A very addic t ive arc ade
adventure, whic h is on a mas-
sive scale

VERDICT
Tremendous value for money .
One at the best budget  re-
leases I have ever seen

not  too great  a
hand ic ap since
most  bec omes
c lear af ter brief
play ing
The g a me  pre-

sents a slightly dif ferent  light
on t he scrolling g a me
alt hough there is lit t le that  Is
dif ferent  in t he ac t ual game-
play.  The overall impression is
that  this is a work manlik e con-
version that  keeps most  of  the
original's  features and does
not  lose too muc h in t he trans-
lat ion.
The scrolling is reasonable
a n d  the sound ef fects are
adequat e,  alt hough s omehow
t hough it did not  generat e the
ex c it ement  or desire for re-
peat  play ings  that  I experi-
enc ed  in Xenon 2 for
example,
The graphics  are pleasant

and unassuming,  al lowing
some perspec t ive sprites to
loom out  of  the dis tance and
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the mining installat ion
on planet  XR27B have

been lost. It is believ ed that
t he problem is c aus ed by  the
d readed  enemy .  The Alien
Syndicate.  You hav e been
selec ted for a dangerous  mis-
sion: t o destroy the Alien
Queen and her breeders,  If
you fail t he legions of  the syn-
dic at e will swarm across the
ent ire universe leav ing a troll
of  dest ruct ion in their wak e
War Mac hine is basically  a

large mult i screen arc ade
g a me  whic h has your charac -
ter z ipping around the colour-
ful mining colony  trying to des-
troy various pieces  of  alien
equipment .  You also hov e to
fi nd the parts of a spec ial

t hreaten the creature.  I felt
that  a great  deal  of  what  the
g a me  had to of fer had bee
done  bef ore and in s ome
cases bet ter Ha d  this game
a p p e a r e d  twetve months  ago
I would hav e rat ed it as on
innovat ive version of  Sidewin-
der or Xenon as it's only c laim
to originality  is the dragonisa-
t ion of  the hero whic h to me
does  not  mak e a great  deal
of  dif f erence in t he end,
If there are still players who

enjoy  this form of  scrolling
shoot -em up t hen it will satisfy
their c rav ings but  it Is fairly
b land and does  not  hav e the
charismat ic  qualit y  to mak e It
a cult  or even well remem-
bered g a me

FACTS
Title: D R A G O N  SPIRIT
Publisher: Tengen/ Domar k
Price £ 1 9 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
The spot effects are relevant
and  the sound track ordinary ,
graphic ally  it is quite pleas ing

GAMEPLAY
An ac c urate but  s lightly s low
convers ion that does not  quick -
en the pulse rate

VERDICT
A sort of plain v anilla type of
game - nothing to c ondemn it
but litt le to praise it either

WAR MACHINE
'secret  weapon '
whic h is needed
to kill t he Alien
Queen.  Roaming
around the mining

c olony  are the usual bug-
ey ed nasties, who  try to hinder
your progress Als o you'll en-
c ount er deadly  ac id pools
whic h are convenient ly
p lac ed to drain away  your
energy  at  dif ferent  stages of
the game.
The graphics  are very bold

and colourful,  and whilst not
being the most well defi ned
and highly  detailed,  they  are
very ef fec t ive The ac t ion is
fast and the mult i c oloured
aliens, c oupled with your rain-
b o w c oloured laser beams
and the weird and wac k y
bac k drops  mak e the g a me  a
posit ive feast of psychedelic
vision. As with so many  other
releases recent ly ,  t he sound is
sampled.  The noise of  your

powerf ul laser weapon  is very
satisfying, as are the deaf en-
ing explosions when you des-
troy something.  The music on
the t it le screen also involves
s ampled voices and is most
ef fect ive,
I f ound the g a me  very enjoy-

able to play,  but  the ic ing on
the c ak e whic h makes  this
g a me  even bet t er is its price -
it's just i4,991 If only  we c ould
hav e more sof tware of  this
quality  at  this price!
War Mac hine Is both colourful
and  fun to play,  is amaz ingly
addic t ive,  and it gives more
value for money  t han any
other g a me  released so far
.

'more value for
money than any

other release'
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sion f rom Capc om,  with
the normal lack  of  in-

structions f ound with these
games.  Fortunately  the g a me
is joystick cont rolled and a
brief trial shows the enjoy able
nature of this beat  ' em up
game.
The scenario casts the player
as Strider the super powered
owner of some form of  hi-tech
(or magic al)  t it anium sword
who has, for some reason,  to
infi ltrate the Russian Red Army
and bring bac k  State secrets.
For some reason the Red Army
is headed  by  an equally  pow-
erful s uperhuman who has to
be def eat ed in the fi nal
screen.
The infi lt rat ion takes plac e to

loud music  and spot  effects
and fast, furious ac t ion but
there is a k ey board opt ion to
pause the g a me  so you c an
work  out  the next  strategy. The
instructions neglec t  to ment ion

FACTS
Title S A F A R I  GUNS
Publisher: N e w  Deal

Product ions
Price: £ 1 9 . 9 5
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Visually colourful and full of
jungle flavour, the sampled
animal noises ore initially
atmospheric but subsequently
tiresome

GAMEPLAY
Fast and smooth in play but a
long lime in loading, the idea
becomes repetitive offer time

VERDICT
I enjoyed the game. but only in
small doses The concept is
novel and the gam e deserves
some success for that

64 I s s u e  42 • New Atari User

t hat  a small flying
saucer needs
liberat ing to be
your pet  and re-
fl ector for your
sword's  laser
blasts. It took  me quite some
t ime to realise the fl oat ing
piec e of  met al t hat  dwelt
within t he rocket  was in f ac t
f riendly and that  it was  at
t imes indispensable.
The g a me  scrolls across highly

colourful and det ai led screens
a n d  the intelligent  cont rol sys-
t em allows a vast variety of
poses for Strider as he hacks
a n d  slides his way  to the goal
at  the end of  the level The
enemy  sprites are well desig-
ned and ac t ionec l well,  and
some possess a degree of  in-
t ell igence that  is almost  dan-
gerous. The bac k grounds
show a great  deal of  imagina-
t ion and imbue a strong scien-
ce fantasy feel to the game.
Eventually I f ound myself  en-
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Mic haela Dennis and
Dav id At t enboroughl

This target  shoot g a me  gives
the player t he opportunit y  to
play  animal guardian in Afri-
ca.  The objec t  of the enter-
prise is to shoot  with a  c amera
as many  dif ferent  types of
animals  as you can,  and to
shoot with your rifle as many
poachers  as possible. The t wo
shooters (Kodak  and Reming-
ton) are t oggled via on on
screen icon and bot h work
and sight f rom mouse control.
It is unfortunate that  the
poac hers  realise that  you
hav e on Inbuilt desire to kill
since they  pop up to shoot  at
t he player at  quite alarming
speeds. Tak ing pictures of t he

ioy ing this game.  and realised
that  a great  deal of  joystick
waggl ing had passed unno-
t iced.  so muc h so I missed t wo
appointment s !  Despite the
rather gung-ho story line,
whic h in this current  t hawing
of  the c old war  may  seem
irrelevant,  the g a me  is rather
good.  I suspect that  the
screenshots on the box  are
taken f rom the arc ade version
since, alt hough t he ST
graphics  are colourful and
strong they  do not  really c om-
pare to those on the box. The
g a me  has enough uniqueness
a n d  slick mov ement  about  it
to mak e it a favourite for hack
a n d  slay merchant s  and it
ev en contains  an element  of
tact ics in it.

animals  as they
mov e is also a
tricky job espe-
dol ly  since points
are scored for

bot h uniqueness and qualit y
of photo.
The version I was  test ing was

rather slow to start up and
alt hough it c ont ained some
tasteful pic tures of the Af rican
bush ac c ompan i ed  by sam-
pled jungle noises and drums
there was  an interminably
long wait  for the g a me  to
start Anot her  small problem
was  that  alt hough I was
of fered t he c hoic e bet ween
German or English l anguage
versions the only language it
wou ld  use was  German.  For-
tunately  this was not  t oo great
a prob lem since the mec ha-
nics are fairly s imple and the
mult i language hand book
gives just enough Informat ion
to get  by on.

FACTS

Publisher

Price:
Rev iewer

STRIDER
Capcom/U.S.
Gold
S24.99
Damon Howarth

SIGHT & SOUND
Both piccolos and noose keep
the ST up to standard, smooth
scrolling with loud effects and
music add to the arcade feel

GAMEPLAY
Fast and furious, much better
Than many run of the mill
games

VERDICT
Enjoyable, enthralling and
addictive qualities abound,
certainly worth trying

SAFARI GUNS
Onc e the ac t ion starts it is
fairly fast and  furious and the
whole Is reminiscent  of  the
gunshot  recognit ion test f rom
polic e fi ring ranges.  Not  all hu-
mans  on screen are enemies
and so s peed and c are needs
to be exerc ised bef ore shoot-
ing a potent ial poac he rWhen
a poac her  does  appear  you
receive a down the mu a l e
v iew of  him and  unless your
rifle fi nger is swift and ac c u-
rate that  is one life gone.
The g a me  rests on the
graphics  which are very good.
A great  deal of  smooth,  fast,
mot ion is maint ained on
screen and  the g a me  bec om-
es most  absorbing and fairly
addic t ive,  at  least until the
novelty  wears  off. Whilst the
whole is presented well and
entertainingly ,  eac h level is
very muc h like the prec eding
one and the g a me  does  be-
gins t o lose its at t rac t ion. -
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Lem ups that  are re-
leased over the year,  It

is somet imes diffi cult  to select
any one that  really stands out
from all the others   u n t i l
now! I magine tak ing your turn
on the infamous Corksc rew at
Alton Towers, armed with a
hefty mac hine gun and c om-
plete f reedom to shoot  at  ev-
erything that  moves - or any-
thing that  you don' t  part icular-
ly like
The instructions are a lithe
sparse but  it doesn' t  t ake too
long to get  well into the
game.  The car is cont rolled by
joystick and you aim and  fire
with the mouse - bot h hands
occupied as you would be
holding onto the car and tot-
ing a mac hine gun at  the
some t ime Any t hing c oloured
and mov ing c an be blas ted
away: any thing grey  is
armoured result ing in a  re-
sounding ' c lang'  when  your

FACTS
Title S H U F F L E P U C K

CAFE
Publisher BroderbundiDomork
Price. £ 1 9 . 9 9
Reviewer: J ohn Davison jnr

SIGHT & SOUND
The graphics  are fantastic
being superbly  drawn and
smoothly animated.  The sound
effects are all s ampled and of
a very high qualify

GAMEPLAY
Simple but effective Ex t remely
addic t ive

VERDICT
This is a game whic h can truly
be classed as both c hallenging
and fun

bullets hit it. Every
t rack gant ry  sports
a pair of  swinging
spheres (big balls
really!) t hat  are
shot at  as you
approac h.  If you miss, then
pressing the fire but t on on the
joystick switches to a rear v iew
so you c an hav e a second
shot - but  wat c h  out  for that
next lot  c oming up!
As you proc eed,  a  series of

weird aircraf t  will fly ov erhead
a n d  drop more ' targets '  be-
fore you whic h must  be taken
out  as soon as possible bef ore
they  increase your d a ma g e
level. If you run Out of  t ime or
bullets (you hov e 500 rounds
per level) the g a me  will end.
Similarly, if your car sustains ex-
cessive d a ma g e  you will un-
gracefully  leave t he rails and
plunge headlong into the
ground.
There Is also a sort of  fl ight

s imulator mode  where you
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tle g a me  of Shuffle-
puck? Shuffle what ?

This latest release to be distri-
but ed through Domark  Soft-
ware is a superb interpretat ion
of t he old classic 'Air Hockey '
g a me  whic h used to be the
rage in arc ades  in a  t ime long
since past. For those of  you
who bov en' t  the foggiest  idea
what  I 'm talk ing about ,  the
basic idea in 'Air Hockey '  is to
hit a 'puc k  (wi t h  your ' pad-
dle' )  bac k wards  and forwards
across a table.  The puck  glides
on a thin cushion of  air, and
c an mov e very fast. The ob-
jec t ive is to score a goal
agains t  your opponent  by  get -
t ing t he puck  past  him wit hout
him returning it.

c an happily  fly about  a mult i-
c oloured lands c ape blast ing
every thing in sight to improv e
your a im and mous e manipu
lot ion skills - you' re gonna
need ' eml l  This fl ight s imulator
opt ion c ould easily pass for a
g a me  in it 's own right!! The
solid 3D graphics  are very im-
pressive and,  al t hough I must
confess to being a litt le c on-
fused with the controls  of  this
g a me  initially, af ter the first
' ride'  t here was  no s topping
me.
Roller Coas ter Rumbler is, to

quot e the Python t eam 'some-
thing c omplet ely  dif ferent ':
totally  absorbing,  brilliant ly im-
p lement ed and a real t reat  to
play. I r ec ommend  you buy  it
and  see!

In Shut t lepuck
Caf e,  you hav e
s tumbled into the
galaxy 's  last den
of air hockey  en-

thusiasts, and  these people
take it very seriously! If you
choose to enter the tourna-
ment  you must  play  agains t
eac h of  nine opponents ,  all of
wh o m hav e their own unique
personality  and play ing style.
The charac ters  range f rom the
utter wally  c al led Skip Feeny
through the myst ical Princess
Benjin and all t he way  to the
s upreme c hampion Biff
Paunch.  Alternat ively ,  you c an
choose to play  any  one of  the
charac ters  indiv idually .
Your v iew of  the g a me  has

you look ing down  the t able
t owards  your opponent  with
your ' padd le '  in f ront  of you.
Onc e the g a me  has started, it
is the first player to reac h 15
points who is the winner.

FACTS
Title: R O L L E R  COASTER

RUMBLER
Publisher: Ty n e  Soft
Price. S 1 9 _ 9 9
Rev iew°
,  
J o h
n  
R .  
B a
r n
s l
e y

SIGHT & SOUND
Very well defi ned 3D graphics
with startfi ng explos ive effects -
the audio cassette is an added
bonus

GAMEPLA
Totally addic t iv e from Me
outset

VERDICT
A unique c ombinat ion of  fl ight
s imulator and arc ade shoot
em uplA must for all shoot 'em
up fans!

SHUFFILEPUCK
C A F E
Graphically ,  the g a me  is

absolutely  superb. The c harac -
ters are all wonderfully  drawn
and the select ion screen
where you choose your oppo-
nent  has to be seen to be
believed!  The screen depic ts
the smoky interior of  the c af e
with all of  the charac ters
around the Air Hockey  table.
I was  very impressed by  the

t remendous  qualit y  of the
game.  The sound is unusually
good.  as all of  the sonic
ef fects and the music are
sampled.  Each indiv idual
c harac t er makes a variety of
dif ferent  sounds, f rom grunts to
words  of  congratulat ion.
The g a me  contains  many

very nice touches  and proves
the point  that  it is of ten the
simplest ideas  whic h mak e for
the most  enjoy able games.  I
c an highly  rec ommend 'Shut.
fl epuck Caf e' .  It is superbly
presented and great  fun.

N e w  A i Ofi  U ser  •  Issue 4 2  6 5
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Virgin Games  is an ex-
cellent  convers ion of

the three dimens ional rac ing
g a me  'Cont inent al Circus ' by
Taito.
The Cont inent al Circus con-

sists of  a series of  eight  races.
eac h running on a dif ferent
t rack in a dif ferent  country.  To
c omplet e  the series and earn
the right to c ompet e  at  For-
mula One level you must  enter
the 'Circus ' and  c omple t e
eac h s tage within a qualif y ing
position. Drivers entering the
'Circus' are given four credits
which.  if one s tage is not  c om-
pleted.  c an be t raded for
anot her at t empt  start ing f rom
the some posit ion.
Your v iew of  the proc eedings
is f rom behind t he car,  with
the road stretching out  into
The dis tance in f ront  of you.
Cont rol is very s imple,  the car
has a low/ high gear shift and
an ac c elerat or to cont rol

FACTS
l i t t e :
N O R T
H  
&  
S O
U T
H

Publisher: I n f ogromes
Price: £ 2 4 9 9
Rev iewer J o h n  Sweeney

SIGHT & SOUND
Excellent cartoon style
graphics and animation Gr eat
sounds - snatches of tunes and
weird effects all OVOf the place

GAMEPLAY
Easy to pick up - enough varie-
ty to keep you interested - nice
two-player game

VERDICT
This is the kind of game that
Defender of the Crown and
Joan of Arc should have been!
Great fun!
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speed.  whilst left
and right  controls
the car's  posit ion
on the track.
Hav ing play ed

many  rac ing
games  of  this t ype over t he
last f ew years. I c an soy that
whilst 'Cont inent al Circus ' Is
not  the most original g a me
c onc ept  it does  hav e a f ew
tricks up its sleeve. The game
immediat ely  at t racts c ompari-
son with the g a me  whic h star-
t ed t hem all. 'Pole Posit ion',
howev er this o n e  is not  just
anot her rip off. Throughout
the races you will conf ront
many  obstacles,  as you would
expec t ,  but  added  to t he
usual chicanes  and other cars,
you also hav e to c ont end with
the weather!  Sudden down-
pours of  rain c an seriously hin-
der your progress if you are
not  prepared
Graphically  the g a me  is

almost  flawless The scrolling is
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of  course, to the t wo
sides in t he Americ an

Civil War.  You mov e your
armies  across a mo p  of  the
Eastern States. play ing mini
a rc ade games  whenev er you
want  to c apt ure an enemy
fort or train, and whenev er
t wo armies meet .  If you want
some more luck involved you
c an add  random elements
such as Indians and t hunder
storms. If you want  to add  a
litt le more dept h you c an
hav e reinforcements  f rom
Europe,  who join whoev er
controls the coast. And if you
would  rather play  without  the
arc ade  sequences  you c an
turn t hem of f  and let  the c om-
puter dec ide the out c ome of

smooth and the bac k drops
and  sprites are superbly
drawn.  Hav ing play ed the ori-
ginal on a number  of oc c a-
sions, this is one of  the f ew
t imes that  I c an ac tually  say
that  the ST version of  this ex-
cellent  g a me  looks very close'
To play  the g a me  is t reme-
ndous fun and at  t imes c an
be quite infuriat ing as you run
out  of  t ime about  t wo
seconds away  f rom the
finishing line! I really enjoy ed
play ing it and I look f orward to
get t ing further and further to-
wards  the final goal.
Overall.  I c an safely say t hat
'Cont inent al Circus' is one of
the f ew excellent  arc ade con-
versions. Virgin Games  are to
be  c ongrat ulat ed

eac h enc ount er
by c ompar ing  re-
lat ive strengths
and t hrowing in-
ternal dic e for you

agains t  a Co mb a t  Resolut ion
Table.
As if this wasn' t  enough varie-

ty, you c an also play  as North
v Computer. .  South v Compu-
ter or t wo players; you c an set
either side to one of  three diffi-
culty levels and you c an
c hoos e f rom four dif ferent
years to start the g a me  - the
board  is set up to be  roughly
ac c urat e for that  point  in t he
war  - play ing a Southern Corp-
oral agains t  a Northern Cap-
tain start ing in 1864 is NOT
easy!
The t rain and fort a rc ade

sequences  are almost  ident ic -
al, one player rac ing agains t
the c lock  across various obsta-
cles, while the other tries to
slow you down  with punches

FACTS
title; C O N T I N E N T A L

CIRCUS
Publisher: V i r g i n  Games
Price: £ 1 9 . 9 9
Rev iewer J o h n  Dav ison inr

SIGHT & SOUND
Superbly drawn sprites and
backgrounds with some very
smooth animation. The sound
effects are more than adequ-
ate for the game-

GAMEPLAY
An extremely playable game,
very much in the classic 'Pole
Position' mould. It is VERY
addictive

VERDICT
A great racing game. Whilst not
the most original idea it is an
excellent development of an
old favourite

NORTH SOUTH
and  knife throws - s imple but
ef fect ive.
The bat t le a rc ade s equenc e

is excellent  with indiv idual
cont rol of  artillery, cavalry  and
Infantry, plus minor terrain
variat ions such as rivers and
chasms - t ry ing to cross a
bridge under c annon fire Is
usually pret ty  suicidal!  It Is not
ent irely fair as you hav e to
take your hand of f  the joystick
arid press SHIFT to switch be-
t ween units. whilst  your c om-
puter opponent  does  it all in-
stantaneously!
Only  the French c ould des ign
a joystick bas ed g a me  for a
mac h ine with t wo joystick
ports and force one player to
hav e to use t he keyboard!  Still
it does  play  quite well f rom the
keyboard!
North & South c omes  on a

double-s ided disk - consult  In-
f ogrames  bef ore buy ing if you
are single-sided.
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Title: STEVE BAK'S
DOGS OF WAR , t e s e m m e m e l e s m ow

-
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Publisher Elite Z , • '  •
Price: E19.99
Reviewer John Davison jnr 7 , A
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lat ion whic h c omes  f rom
a very popular and

highly successful a rc ade
machine.  Simply put  it is up to
the operator to guide a sports
car which,  I a m informed,  re-
sembles a Testarossa in hand-
ling and general characteris-
tics, around a s peed t rack
and a stunt track. The cont rol
for this is user defi nable and
can be any  c ombinat ion of
mouse, joystick and keyboard.
The descript ion sounds easy
but the game is not  so, the
simulation takes prac t ic e and
skill to fi nd success with whic h
makes the g a me  very addic -
tive. The speed t rack is well
presented with fast bends  and
all the at t endant  problems  of
a race track, t ogether with
oncoming traffic!The main aim
Is to obtain t he fastest possible
time and eventually  qualify  to
race with the c omput er  car in
pure silicon exc itement .

SIGHT & SOUND
Presentation is very good. The
sound is of a high quality and
the graphics are well pre-
sented

GAMEPLAY
What gameploy? It took me
absolutely ages to last longer
than o minute' It is way, way
too difficutt.

VERDICT
it's OK, but I prefer something
with easier early stages,

The most  ef fec
tive part  of  the
g a me  is the stunt
t rack whic h needs
very careful and
skilful driv ing,  f rom
the in c abin behind the wheel
v iew all t he various problems
b e c o me  f righteningly  real. The
bridge with a hole in t he mid-
dle t hat  needs  leaping at  no
more t han 60 mph is tricky but
t he real ey e opener is the loop
the loop whic h needs  a mini-
mu m speed of  60 to negot iat e
while steering on a spiral and
eventually  being ups ide
down.  The cockpit  v iew is
more ef fec t ive than many
fl ight simulators. This t ogether
with strong spot  effects and
g o o d  tit le music promises to
mak e Hard Driv in one of  the
games  of  the 90's.
Graphically  the scrolling is

smooth and fast and alt hough
s ome onc oming vehic les look
a  litt le blocky  the ef fec t  is
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soldier, av ailable for
dangerous  and v iolent

•odc  any  t ime,  anywhere.  A
number  of  missions hove been
of fered to you for vary ing sums
of money .  Hav ing selec ted a
mission and  bought  your own
weapons  and ammunit ion you
then hav e to stay alive as long
as possible O n  c omplet ion of
one mission you c an t hen go
on to choose another,  collec t -
ing large amounts  of  money
for your v iolent  deeds ,  thus
mak ing yourself a very rich
merc enary  in the process! On
c omplet ion of  all of  the twelve
missions (some hopes! ) you
are given t he c hanc e to join
either the Regular or Salvat ion
armies!

OININ1011

strong ana realistic. I f ound
that  using the opt ion for Auto-
mat ic  gears  and the mouse as
steering wheel  and ac c elera
for prov ided the best cont rol
mix. In the early  stages the c ar
feels diffi cult  to handle but
even when dreadf ul mistakes
are made  the ac t ion replay
helps the player to ident ity
a n d  correc t  mistakes. I en-
joy ed the feeling of  satisfac
Ilion at  negot iat ing t he bank-
ing at  over 100 mph with as
muc h anti-skid cont rol as pos
sible. Onc e  the rac ing s tage is
realised then the c omput er  •
car will improv e at  the same
rote as you so leav ing every
rac e a challenge.  I c annot  re-
c o mme n d  this one highly
enough.

In appearanc e
this g a me  is very
muc h like Com-
mando.  It's a
scrolling shoot

' em up where you cont rol
your man,  who has a number
of  chosen weapons  at  his dis-
posal. To c omplet e  your mis-
sion you must  fi nd your target ,
det ermine what  you hav e to
d o  to ac c omplis h your task,
and  - stay alive! Easy? You've
got  to be k idding!
Each successive go involves

you first select ing your mission
and t hen select ing your
weaponry  so that  you hav e as
muc h fi repower as your
budget  will allow.  y ou are
then t ransported to the port  of
the world where your mission is
to take place.  Approx imat ely
five seconds later you will
hav e been blown to smithe-
reens, squashed,  bat t ered,
a n d  shot by  every  member  of

FACTS
Title: H A R D  DRIVIN
Publisher: Do mo r k
Price: £ 1 9 . 9 9
Rev iewer'  Da mo n  Howarth

SIGHT & SOUND
Me opening credits are audibly
and visually strong. the spot
effects impeccable and, aside
from blocky oncomers, the
graphics good

GAMEPLAY
Exciting, user definable, and
engrossing, well worth the lime
it takes to master

VERDICT
This is a must for anyone who
wants to try risky driving without
hurting their no-claims bonus or
their bodies ,

DOGS OF WAR
whic hev er revolut ionary  group
you are sent to ov erpower!
Graphically  the g a me  is quite

impressive. The bac k drops
a n d  menu select ion screens
are all very well d rawn and
give the g a me  a very high
qualify  look. The ac t ual g a me
screen is also well d rawn and
it scrolls by  very smoothly.  The
sonic ef fects t hroughout
sound s ampled and are again
of  very high quality .  I n  terms
of  presentat ion I fi nd it difficult
to fault  t he game.  The only
prob lem is  that  it Is too dam-
ned hard!  When I first play ed
the g a me  I appea red  to
spend the majorit y  of  the t ime
assessing t he pros and cons of
t he weapon  select ion screen
rather t han In the game  itself.
It s eemed as t hough I was
being killed of f  as soon as I
started! If you fi nd every  other
g a me  too easy. give this one
a go!
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much entertainment (and frustra-
tion!) to so many adventurers for so

many years (15 adventures in 7 years to be
precise - Erik the Viking never made it to
the Atari!), Level 9 have decided to move
on to other types of games.
So, Scapeghost is their final offering in the

traditional text adventure style (with pic-
tures on the ST) and they have certainly
gone out in style. Scapeghost is an excel-
lent game which will provide all adventur-
ers with many hours of perplexing enjoy-
ment.
The plot is slightly offbeat. In most adven-

tures you have to expend a lot of effort in
avoiding the various horrible deaths that
await you at every corner - in Scapeghost
you don't have to worry about dying at
all, you start off the game already dead!
As you watch your funeral you realise that
you have been given a second chance at
thwarting the drug dealers who murdered
you - all you have to do is develop some
spectral powers and employ them in a
number of clever ways.
As the mourners drift away and you start

exploring your surroundings you will find
that being a ghost does have some rather
awkward limitations - like not being able
to pick up simple objects for a start! (Hint -
try some weightlifting to build yourself up
- but start VERY easily!) Once you have
mastered this you will find you can still
only manage one object at a time, but the
game is so well designed that this is not a
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Title: S C A P E G H O S T
Publisher: L e v e l  9
Price: X L / X E

cassette/disk £14.95
ST £19.95

Reviewer: J ohn Sweeney

1
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problem - just type
RUN T O  OBJECT
and the game will
remember where
you left it and take
you t h e re  i n  a
matter o f  seconds.

The game comes
in th ree parts as
usual, t o  facilitate
loading f o r those
who o n l y  h a v e
cassette -  and the
usual c a v e a t s
apply -  excellent
as i t  is  you can't
expect a  pe rfect
parser and vocabulary from a game desig-
ned to run in only 64K! But Level 9 seem
to squeeze more in to that 64K than any-
one else, so the adventure is still very en-
joyable and fun to play, especially since
they have still managed to squeeze facili-
ties like RAM SAVE/RESTORE and UNDO
(the last move) even on the 800XL!
Part One is set in the cemetery and is

mainly to do with recruiting enough of the
other ghosts so that you can slow the drug
gang's plans down. In Part Two you gain
the powers to heat and cool things, reach
through things and summon the past.
These form the basis for some nice little
problems to solve as you haunt the gang's
old hideout looking for clues with which to
bring them to justice. And in Part Three
you find you can bend metal, charge
things with static or even manifest your
ghostly presence to the mortals you en-
counter. All of which you will need to use
in order to rescue an old colleague and
help the police to finally catch the villains!
Most of the game is fairly straightforward,

and in the first port you get lots of hints
from a friendly old ghost called Joe, who
follows you around and lends a helping
hand whenever you can work out what is
it you want him to do. The game oozes
atmosphere and humour - I loved it when
Joe wandered off muttering something
about 'stack overflow' when I tried to give
him too many commands at once! (Better
to use FOLLOW ME than trying to per-
suade the ghosts to go somewhere and
wait for you!) The sections get progressive-
ly harder and Part Three has some in-
teresting challenges. But, never fear, Level
9 have the best hint sheets in the business.
Even if  you don't need any help it is worth
sending off for your free clue sheet, it  is
pocked full of background information,

SCAPEGHOST is
available on both
M A E  and ST
- pictures from ST
version

jokes and red herrings, not to mention
hundreds of clues!
For the extra money on the ST you get

more text, allowing scope for a little more
atmosphere and a few extra jokes, com-
mand recall/edit, variable text size and
some excellent pictures.
Good luck to Level 9 in their new ventures

- I am sure that they will be just as enjoy-
able, albeit in a rather different format to
that which so many of us have come to
know and love over the years.

•  G A MEPI A Y - Standard text
adventure with lots of good fea-
tures, Very fast response times on
all machines. Good plot. Well
implemented

•  G R A PH IC S - ST version has
hand-drawn, atmospheric, scroll-
ing pictures

•  S O U N D  - none

•  VER D I C T  - Another winner!
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JOE BLADE
SMASH 16

INS is one Of the new budget  lines that  are
now appearing and is a re-release of  a game
that was well Thought of some t ime ago The
game is still Os entertaining and fresh as it was
at full price. and consists of guiding the hero to
rescue hostages from the enemy  and also dis-
mantling t ime bombs  through a tricky sub
game needing letter ordering in the style of
Impossible Mission. The game is humorous  and
absorbing. Certainty  worth £4.99,

GAMERAY: Smooth and entertaining,  with few
ryoblems in any  department ,  a joy to play.

SIGHT AND SOUND: G ood c artoony  graphics
add to the atmos phere while spot effects and
the c ountdown ef fec t  add  to the tens ion while
problem solv ing

VERDICT: Still quite dif ferent arid well worth
buying if you did not obtain the original Highly
rec ommended

Elite

At this t ime of the year there are always  a lot of releases for the
ST and it is imposs ible to rev iew t hem all. Here Damon Howarth
and John Davison Jrir take a quick  look  at  the games  rec eiv ed

since the last issue whic h didn' t  quite mak e a full rev iew

E4. 99 1 6  Blitz/Mostertronic

OH

COMMANDO
E19.99

Commando has always  been very play able
and this latest incarnat ion is no different. A very
satisfying blast.

SIGHT AND SOUND: The graphics  are small and
colourful with some very smooth animat ion and
scrolling. The sound c ould best be desc ribed as
'unobtrusive' as you don' t  really  not ic e it unleSs
you make a point  of listening.

VERDICT: Another game  dragged f rom the
post Howev er it was very popular and has
always been quite a favourite of  mine. It is
presented well and my only  quibble is the
price. It is far too expensive

Jo

FASTLANE
A dronic £
1 9 .
9 5

An rteres t ing game,  whiCh Cauid be de-
scribed as a s imple rac ing s imulator, that  invol-
ves much more skill than most driv ing games. It
,
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SIGHT AND SOUND: The graphics  are not  the
most impressive I 've seen, but  the use of pers-
pective is very good.  The animat ion is very jerky
and the screens are quite dull. The sound is a
horrible monotonous  droning.

VERDICT: It's not bad.  but  did nothing to im-
press me at all. It is a reasonably  ac c urate
driving simulator, though

JD

SPEEDBOAT ASSASSINS
£4.99

This as far as I k now is a new game r F r
budget  label.  It comprises the player tak ing a
small but  beautifulty  armed s peedboat  into
vanous enemy  harbours  and then, with the aid
of a helic opter neutralis ing them. The game
allows player confi gurat ion of the controls  and
is most challenging.  Cont rolling The boat  is not
easy and it took me a long t ime ev en to start
the first level proper.
I am not sure whether this makes the game
off-putt ing s ince the restart c an bec ome  wear-
ing after the umpteenth time in five minutes.
The combat sequences are adequate and fair-
ly fast, av oiding bullets and mines is a skill that
takes a great  deal of ac qu inng

GAMEPIAV; Possibly too difficult, otherwise ev-
erything is very responOve to the controls.

SIGHT AND SOUND: The backgrounds ore not
exc it ing but  the mov ement  is smooth. sound IS
of adequat e  s tandard with apt  bangs  and
crashes

VERDICT: Not bad for a cheapy. it Is nice to see
a new game rather Man a rehash, but  I d id  nc '
part icularly  enioy  it

ROAD WARS
16 Blitz/Mostertronic f o l .  99

Another old game  brought  bac k  at  a c heap
price, I seem to remember that  this was in-
c luded in one of  the game packs  that went
with STs some t ime ago.  The game is one or
t wo player in c ompet it iv e co-operat ion.  It is
your job as a pilot  of a Batt lesphere to c lear
the space roads of unfriendly  tec hnology  on a
rolling rood I t  is v ital that your partner main.
tains some c o-operat ion although in the bonus
stage It is adv antageous  to destroy your part-
ner so beware  of dirty  tricks. On the whole an
entertaining diversion.

GAMEPLAY: Slick and wel produced, possibly
the c heapes t  two player game  about .

OH

SIGHT AND SOUND: G ood smooth scrolling with
bright colours and a pleasant ditty  a long the
way. this game does  not show its age at  all

VERDICT: Never one of my  favourite games  but
perhaps  the c up of tea of newer owners, the
price makes it at t rac t ive and a fair buy.

DH

KELLY X
Mostertronic i t  99

A monotonous  and boring game  bused on
one of  the oldes t themes  ever! Shoot the
spaceships as they fly post you in space - that's
all there is to it. Ugh!

SIGHT AND SOUND: The graphics appear to be
quite c lever at  first, being of  the solid three
dimens ional variety. However,  they  are nothing
very special The sound. on The other hand, is
downright  dreadful

VERDICT: Not  bad  for Sti 99, but s omebody
s omewhere must have a slightly more adv -
anc ed  imaginat ion!  I d o  hope it starts a t rend
pricewise and inspires other writers to produce
something bet ter at  the some price.

Smash 16 St  99

JD

JOE BLADE 2
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Another of the budget  re-reeases, this t ime Joe
is try ing to c lean up a c riminal c ity  in a kung fu
version of  his original adventure.  The same for-
mula is apparent  with the sub game  revolv ing
around ordering numbered tiles ins tead of  the
alphabet. This game does not have as much of
the appeal of the original and at times it de-
monstrates some attribute problems since
blows do not seem to land where they
should.

GAMEKAY: Not quite as slick as the original but
Still an entertaining romp,  beware  of the
dustbins!

SIGHT AND SOUND: The graphics ore different
and Joe has become leaner otherwise they
are of the same standard as the Original, Os are
spot and musical effects.

VERDICT: Not as good as the original, although
still a bargain at  the price. If you liked Joe
Blade then this should go down fine.

OH
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A super new
programming
competition
with over E200
worth of prizes!

A new input
routine

News of
upcoming
products

A type-in light
synthesiser
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S i n c e  the last issue you may have
noticed that quite a few new STOS
products have been released, some

of which may be reviewed elsewhere in
this issue. To mark the launch of these
products I am proud to announce, in con-
junction with Shadow Software (creators of
Skystrike Plus) and Mandarin Software
(you know who they are don't you?), a
competition which could mean fame and
fortune (well, fame anyway!) for one or
more lucky readers.
To become rich and famous all you have

to do is recreate a classic 8-bit game, the
only stipulation being that you use STOS
to write the clone. The FIRST PRIZE is a
pat on the back from me and what could
be called a STOS programmers pack,
which includes STOS MUSI CI AN,  MAES-

• TRO PLUSO, THE  COMPI LER.  SPRI TES
600, THE  TOTAL MAP  EDI TOR
(TOME),  and MI NI  OFFI CE PROFES-
SI ONAL (COMMS,  SPREADSHEET AND
GRAPHI CS) worth over £200! SECOND
PRIZE is a copy of GAMES GALORE, SKY-
STRIKE PLUS, LANCELOT,  TI ME &
MAGIC and MAESTRO (not the Plus ver-
sion!). Finally THIRD PRIZE is geared to-
wards education and consists of the
THREE FUN SCHOOL 2 PACKAGES
(under 6's, 6-8's and over 8's). Everybody
who enters will get a copy of my STOS
public domain educational program called
Treasure Search which features digitised
speech, high quality graphics and a very
strange pair of feet.
After the competition is over all games
entered will be put into the Page 6 and
STOS Club public domain libraries, this
will allow other STOS users to study and
enjoy them. If any of the games are consi-
dered to be so outstanding that they wipe
the floor clean with the 8-bit game they
are tiying to emulate there is the possibil-
ity that they could be marketed by Man-
darin or Shadow Software so if you want to
see your name on computer screens all
over the globe get programming now and
send your entries to me at the usual
address (at the end of this article), and
don't forget to include your name, address,

telephone number (if you have one), any
particular requirements the program has
(1 meg memory, two disk drives, three
eyed green space alien sitting on the moni-
tor etc.) and finally please tell us what the
game was called in it's 8-bit form.
All entries will be judged by myself and

representatives from the companies sup-
plying the prize's. The closing date is
APRIL 25th so you have THREE MONTHS
to come up with an 8-bit classic clone and
remember it doesn't matter how good the
game is, if  it's late your entry will get
buried at the bottom of my filing cabinet
and won't surface until I clean it out!!
Obviously if  some cosmic catastrophe
occurs the prize list may be subject to
(very) minor alterations, but if all goes
well some lucky person is going to have a
very large parcel plonking itself on their
doorstep some time in May.
lust in case you are a first time computer
user and you haven't the slightest idea
what I 'm talking about when I refer to
8-bit classics (I hope you enjoyed your
holiday on Mars!) g i v e  you some idea's.
My personal favourite 8-bit game is Mr Do
(but don't let that throw you because I'm
not the only judge!) but there are also
Space Invaders, Pacman, Manic Miner (an
old Spectrum game), Berzerk, Missile Com-
mand, Asteroids, Sabre Wolf, Lode Runner,
letpac and a myriad of others. Remember,
we (the judges) are not looking for innova-
tion and originality, just a good old
fashioned blast from the past rewritten in
STOS.

BETTER ON THE AMIGA?

Big news, AMOS (the Amiga version of
STOS) should be in the shops any day
now. I have had the privilege of following
it's development (thanks Richard!) from a
mere word processor mock-up to it's cur-
rent state which (in my humble opinion)
makes STOS (or arty other version of
BASIC) look antiquated and useless. It has
the raw power and speed of Assembly lan-
guage and combines it with the eloquence
and simplicity of BASIC. I will do a page
long overview of the whole package in the
next issue. Why?. I hear you ask. Well,
because AMOS will be the foundation for a
new version of STOS (provisionally called
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SIDS PLUS) that should be ready by the
end of this year, although in the constant-
ly changing world of computers this date
may be a little optimistic, I leave it up to
Francois Lionet and the rest of the develop-
ment team to prove me wrong (please!).

THE SHOPPER SHOW

This column uls being wr i t
-
t e n  j u s t  
a f t e r

the Computer Shopper Show finished in
London last November (all contributors to
the magazine have to hand in their col-
umns and programs well before publica-
tion), if you could not make it to this
remarkable event I'll tell you what you
missed, lust about everybody involved
with STOS turned up, so you could have
chatted to Aaron Fothergill (author of Sky-
strike Plus and TOME), Adam Tothergill
(Aaron's brother who draws all the
graphics for Shadow Software's products),
Stephen Hill (author of the STOS manual
and the new STOS book for advanced
users), Simon Cook (author of the winning
entry in Mandarin's STOS competition),
Richard Vanner and Christopher Payne
(Mandarin's Skystrike addicts), Sandra
Sharkey (famous freezer owner and orga-
niser of the STOS public domain library)
and of course me.
Richard Vanner spent most of the day

demonstrating various new STOS products
the most amazing of which was STOS Vidi
(watch this space for a review) which could
be seen digitising scenes from the fi lm
IRON in real time using a ten line prog-
ram, Simon Cook bought along the very
latest version of Cartoon Capers, the one
or two player beat 'em up structured just
like a classic cartoon involving a cat and
dog slogging it out in front of wonderfully
colourful backdrops, the graphics are real-
ly cute but Simon assures me he cannot
draw that well (I wish I couldn't draw that
well!!). The game contains some excellent
speech (or should that be screams?) and
should (hopefully) be in your shops round
about now, The interesting thing about
Cartoon Capers is that Mandarin are
bundling it with a new STOS extension
that allows owners to read BOTH joystick
ports (rather than one mouse, one joys-
tick). Sandra Sharkey supplied me with

some new STOS public domain software
Including another upgrade that maintains
compatibility with the new version of TOS
(for the S it ) that is about to be released,
check out the Page 6 library for the very
latest word in all public domain software.

SOLVING SOME
SOUND PROBLEMS

Hands up all of you who have had prob-
lems playing 5khz Maestro samples in
your compiled programs, nasty isn't it! The
solution is quite simple and relatively
painless, just follow these simple instruc-
tions-

1) Boot the backup of your STOS
language disk.

2) Insert the backup of your Maestro
disk and load the program called
'INSTALL. BAS"

3) Type POKE START(11)+$179f,4
4) Save the corrected copy of

"INSTALLBAS• onto you Maestro
backup disk.

5) Run the program and re-install the
Maestro extension onto your lan-
guage and compiler disks.

You should now be able to compile prog-
rams using 5khz samples without those
wonderful bomb's appearing when you
run them

MUSIC
WHIL E YOU LOAD

Have you ever wanted to play interrupt
driven music to keep the player amused
while loading the next part of your latest
mega game? The secret is in how you
manipulate STOS commands, the interrupt
music system is programmed to stop while
executing some of the STOS commands so
these must be either executed before you
start your music or just avoided altogether.
The commands to avoid are LOAD, RE-
SERVE, and ERASE all of which cause STOS
to shift memory about. So if  the LOAD
command is amongst those you cannot
use how do you read files from disk whilst
playing music? Easy, just use this com-
mand to save the banks you wish to load

BSAVE "bankname.bnk", START
(num) to START(num)+Iength(num)

where 'num' Is the bank number and
'hankname.bnk' is the filename of the
bank. To incorporate these blocks of mem-
ory back into your programs you must first
reserve space for them at the beginning of
the program, then to load them while the
music plays use

BLOAD "bankname.bnk", START(num)

continued overleaf
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Music while you load - simply and quickly!
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If I have lost you during that explanation
type in Program I following these instruc-
tions

1) Format a blank disk and use GEM to
copy two memory banks from your
accessories backup disk called
"MUSIC.MBK" and "ANIMALS1.1%1Br.

2) Boot your STOS backup disk.
3) Type in PROGRAM I  and save it to

the disk with the copied accessories on
it.

4) Run the program, watch the drive
light and listen.

HOW IT  WORKS

LINES 10-20 clear the screen and prints a
message to tell you what is happening
LINES 30-40 load the music and sprite
banks into memory
LINES 50-60 place the length of the sprite
bank into the variable 'SIZE' and then
reserves a databank that will be used to
contain the re-saved sprites
LINE 70 starts up the music
LINES 80-90 print a message and then
starts to save the sprite bank using the
'BSAVE' command
LINES 100-110 print a message and then
loads the saved data into bank 6, all while
the music plays

It is quite possible to save sprites, music,
screens, even digitised sound in this man-
ner, it's easy and it allows you to have
music playing along while they load. Isn't
STOS great?

PROCEDURES?

I started programming in BASIC when
ZX80's were the vogue but in the post five
years I have been using PASCAL on IBM
(wash your mouth out with soap) compati-
bles, the beauty of PASCAL is that it allows
the programmer to construct procedures of
often used routines that can be saved and
included with the main program when it is
compiled. Any procedure could he then
executed by typing it's name. STOS does
not have procedures, but it does have sub-
routines which can do a similar job. In the
last issue I presented a replacement input
routine for you to use and this issue's
useful subroutine is a little window routine
that uses the mouse to select one of two
possible answers (in my example, PROG-
RAM 2, I have chosen YES or NO). It's
quite simple to use, all you do is include
lines 5000-5180 in your own programs,
put your choices in the variables
PARAM1$ and PARAM25 and put your
question in the variables PARAM3$ and
PARAM4S, then do a GOSUB 5000.
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HOW IT  WORKS

LINE 10 clears the screen and moves to
low res
LINES 20-30 set up the routines parama-
ter%
LINE 40 calls the subroutine
LINE 50 prints "NEVER MIND" if  the right
hand window is clicked, otherwise it prints
"THANK YOU"
LINE 5000 sets up the positions of the
windows, X1 is the x start of window I,
and X2 is the x start of window 2, XS is the
width of each window, YS is the height of
each window
LINES 5010-5020 change the mouse
shape and limits it's movement to a cer-
tain area of the screen
LINES 5030-5040 open window 3 and
print the message contained in the vari-
ables PARAN13$ and PARAMLIS
LINES 5060-5070 open the two small
selector windows and print PARAM1$ and
PARAM2$ in each one
LINES 5080-5090 puts a zone around
each selector window so the mouse's pre-
sence can be detected. I have used the
formula *8 rather than the XGRAPHIC
and YGRAPHIC commands because these
only return coordinates within the current-
ly selected window. I f  I had set up the
zones before opening the windows these
commands could have replaced the *8
formula
LINES 5110-5140 wait until the mouse is
over one of the windows and the left but-
ton is pressed
LINES 5160-5180 set the variable
ANSWER to 0 or -1 depending upon which
window was selected, clear the screen and
then returns from the subroutine

Program 2 - a window routine

If you like the program perhaps you could
Improve it by using the XGRAPHIC and
YGRAPHIC commands together with the
DIVX and DPW/ command% to create a
version that would work in any resolution,
if you do then send it in I'd love to see it.

A M I N I  MINTER?

The third (and last) program for this issue
has been sent to me by James Tetlow, who
has written a simple (but interesting)
demo inspired by Jeff Minter's Trip-A-Tron.
The instructions for this program are quite
simple, after typing in the title of your
masterpiece moving the mouse around
will produce spectacular patterns, selecting
F1-F8 will change the colour palette and
pressing the right mouse button stops the
program drawing and starts the colour
cycling routine.

HOW IT  WORKS

LINES 110-140 set up the display
LINES 150-160 ask the user to input a
title for the work of art that he/she is
about to create
LINES 190-200 set the text colour to
black (the same us the background) and
prints the title which is contained in the
variable T$
LINE 230 creates a enlarged copy of the
invisible text with the ZOOM command
and puts it onto screen 10
LINE 240 copies the giant title to the
current screen.
LINE 280 sets up a new colour palette
and makes the giant title appear instantly
by changing colour I from black to red.



LINES 320-340 set up the initial variables
for the drawing routine
LINES 350-360 these are the interesting
lines which draw the pattern on the
screen, try changing the values to achieve
different effects
LINES 370-420 check the mouse keys and
jump to the appropriate line accordingly
LINE 450 cycles colours 1-15 (the STOS
default) with a delay of 3/50ths of a
second
LINES 490-520 change the palette and
continue the colour cycling depending on
which [KEY you press
LINES 550-630 make up the subroutine
which changes the colour palette, play
about with the values to produce your
favourite colour scheme

BYE B Y E

That's about it for this issue, my thanks
go to Richard Vanner at Mandarin and
Aaron Fothergill of Shadow Software for
the generous offer of prizes for the com-
petition, and also to Purple PD (an Amiga
public domain library) for the great prog-
ram that allowed my Amiga to read ST
disks, a utility which I used to great effect
in transferring some STOS stuff to AMOS.
In two months time I should be able to
review STOS Vidi ST, STOS 3D, Stephen
Hill's new STOS book, STOS musician and
any other stuff that had not winged its
way to me by this issue's deadline. On the
programming side I should (if all goes •
well!!) be presenting a few new scrolling
demo's, another useful routine and some
utility programs.
lust a quick reminder. before I go, about

the STOS CLUB. If you wish to join, it costs
E10 for six bi-monthly issues and really is
pretty handy. Membership allows you ac-
cess to a STOS telephone helpline and
other useful things. So if  you need a STOS
'fix' between issue's of New Atari User send
a Cheque or Postal order for ten quid
made payable to "Aaron Fothergill (STOS
CLUB)" to the following address, and don't
forget to include your STOS serial number.

STOS CLUB
1 LOWER MOOR

WH1DDON VALLEY
BARNSTAPLE

N. DEVON
EX32 8 NW

Lots of people have been sending me their
programs over the past couple of months,
all of your contributions are very much
appreciated. I'm planning to do a major
rewrite of the INPDATA and OUTDATA
accessories to include all of your useful
additions (some of which clash at the mo-
ment) but soon it will be possible to save

10 r e m
20  r e m  .
30  r e m  •  L I G H T - R A Y  DRAWING •
40  r e m  B Y  JAM E S  TE TLOW, A G E  1 4  •
50  r e in  •  3 0 T H  SEPTEMBER 1 9 8 0  •
60  r e is  •    •
70  r e 0  •  NE W A TA R I  US E R n A w a r b i c
50  r e m  •  •
90  r e m
100
110  f a d e  3  i t  2 1
120  MOMP a  k c y  o f t  ;  h i d e  o n  c u r s  o f f
130  c l i c k  o f f  t  1 . 3
140 f a d e  3 .  1 0 .  1 7 7 7  p e n  I
150 i n p u t  -
T I T L E ?  
-
; T S  
I S s u
p p e r
S ( T S
)

160  i t  l e n t f $ 1 / . 4 0  o r  T S .
- .  t h e n  
c i W  ;  
O o t o  
1 5 0

170
180 r e m    D R A U  B I G  T I T L E
1 9 0  c o l o u r  1 .  S O
2 0 0  c l W  ;  P e n  8  p r i n t  T S
2 1 0  r e s e r v e  e s  s c r e e n  1 0
2 2 0  e l s  1 0
2 3 0  r o o m  P h y s i c .  0 ,  O .  l e f t ( T S  1 . 8 .  8  t o  1 0 .  0 ,  1 7 0 .  3 1 9 ,  1 9 3
2 4 0  s c r e e n  c o p y  1 0  t o  p h y s i c  :  s c r e e n  . o p y  1 0  t o  h o o k
2 5 0  e r a s e  1 0
2 6 0
2 7 0  r e m    S E T  U P  I N I T I A L  COLOUR P ALE TTE
2 8 0  p a l e t t e  1 0 .  * 1 0 0 .  1 2 0 0 .  1 3 0 0 .  1 4 0 0 ,  1 1 5 0 0 .  $ 4 0 0 .  $ 7 0 0 ,  $ 7 0 0 .  1 7 1 0 .  1 7 2 0 .
1 7 3 0 . 1 7 4 0 .  1 7 5 0 .  1 7 4 0 .  1 7 7 0
2 9 0  l i m i t  s o u * *  0 ,  0  t o  3 1 9 .  7 9
300
310 r e m    M A I N  LOOP
320 f o r  0 . 0  t o  3 1 9
330 1 . 1 . 1  :  i f  1 . 6 4  t h e n  1 . 4
3 4 0  i n k  1 / 4
SSO p l o t  G .  f  u s e  :  d r o w  t o  t  m o u s e ,  0 / 4
140  P i e t  G .  1 5 9 - y  m ous e  :  d r a w  t o  x  m o u s e .  1 5 .9 - 4 1 /4
3 7 0  F . f k a y
3 5 0  i f  1 1 / 0  t h e n  g o s u b  5 5 0
1 9 0  i f  m o u s e  k • y . 1  t h e n  r u n
4 0 0  i f  m o u s e  k e y - 2  o r  m ous e  k e y . 3  t h e n  4 5 0
4 1 0  w o i t  1  t  n e x t  G
4 2 0  i l o t o  3 2 0
4 3 0  1
4 4 0  r o e    S T A R T  I N I T I A L  COLOUR CY CLE
4 5 0  s h i f t  3
4 4 0  l i m i t  m ous e  0 .  0  t o  3 1 9 .  1 9 9
4 7 0
4 5 0  r e m    L O O P  T O  TE S T FOR  FIKEYS
4 9 0  F . f k e Y
5 0 0  i f  F I ) 0  t h e n  o o s u b  5 5 0  1  w e l t  2 1  :  s h i f t  3
510  i f  m ous e  1
,
4 " V w 1  
t h e n  
f a d e  
3  
;  
W a
i t  
2
1  
:  
d e
f a
u l
t  
:  
e
n
d

3 2 0  o t
,
t o  
4 9
0

5 3 0  t
5 4 0  r e m    C H A N G E  P A LE TTE  S OBROUT/NE
5 5 0  i f  1 . 1  t h e n  I n c e  3 .  1 0 ,  S i ,  * 2 .  1 3 .  1 1 4 .  * 5 .  1 6 .  1 7   $ 7 .  1 1 0 7 .  1 2 0 7 .  1 3 0 7 .
$ 4 0 7 .  1 5 0 7 .  1 4 0 7 .  1 7 0 7
5 6 0  I f  1 . 2  t h e n  fm d e  3 .  1 0 .  * 1 0 0 ,  $ 2 0 0 ,  $ 3 0 0 .  1 4 0 0 .  $ 5 0 0 ,  $ 4 0 0 ,  1 7 0 0 .  1 7 0 0 .
1 7 1 0 . $ 7 2 0 .  1 7 3 0 .  $ 7 4 0 .  1 7 5 0 .  1 7 6 0 .  1 7 7 0
5 7 0  I f  1 . 3  t h e n  f a d e  S .  W O .  1 1 0 .  $ 2 0 .  1 3 0 ,  1 4 0 .  $ 5 0 .  1 6 0 .  1 7 0 .  1 7 0 ,  $ 1 7 0 .  1 . 2 7 0 .
* 3 7 0 .  1 4 7 0 ,  1 5 7 0 .  1 6 7 0 .  1 7 7 0
550  i f  F . 4  t h e n  f a d e  3 ,  $ O ,  $ 1 0 1 ,  1 2 0 2 .  1 3 0 3 .  1 4 0 4 .  1 5 0 5 .  1 6 0 4 .  1 7 0 7 .  1 7 0 7 .
$7 1 7 .  $ 7 2 7 .  $ 7 3 7 ,  1 7 4 7 .  * 7 5 7 .  1 7 6 7 .  9 7
7 7390  I f  1 . 5  t h e n  f a d e  3 .  S O ,  $ 1 0 0 .  $ 2 0 0 .  1 3 0 0 .  1 4 0 0 .  1 5 0 0 .  $ 6 0 0 .  $ 7 0 0 ,  1 7 0 0
.$7 1 1 .  $ 7 2 2 ,  1 7 3 3 ,  1 7 4 4 ,  $ 7 5 5 ,  1 7 6 6 .  1 7 7 7
4 0 0  i f  F . 6  t h e n  f a d e  3 .  S O ,  1 1 .  $ 2 .  1 3 .  1 4 ,  1 5 .  $ 6 .  1 7 ,  1 7 .  $ 1 0 6 ,  1 2 0 5 .  1 3 0 4 .
1 4 0 3 , $ 5 0 2 .  1 6 0 1 ,  $ 7 0 0
4 1 0  I f  F . 7  t h e n  f a d s  3 .  $ O ,  $ 1 0 1 .  1 2 0 2 .  1 3 0 3 .  $ 4 0 4 .  1 1 5 0 5 .  1 6 0 6 .  1 7 0 7 .  $ 7 0 7 .
$ 6 1 6 , $ 5 2 5 .  $ 4 3 4 ,  1 3 4 3 ,  1
7
5
2 .  1 1 4 1
.  *
7 0

6 2 0  i f  F . 8  t h e n  f a d e  3 .  S O ,  S I .  1 2 .  1 3 ,  $ 4 ,  * 5 ,  4 6 .  1 7 ,  1 7 .  1 1 4 ,  1 2 5 .  1 3 4 ,  1 4 3 ,
1 5 2 . 1 4 1 ,  1 7 0
4 3 0  c l e a r  k e y  ,  r e t u r n

partially re-entered data as well as other
lab additions. If you wish to send me any
programs for the column or PD library, or
if you have any nasty problems with STOS,
I can be found typing away at the address
below. Any disks you send will be returned
as soon as possible but please remember to
include an S.A.E. if  you wish an ultra
speedy reply (tames Tellow was amazed by
the letter he received 48 hours after writing
to me ).

The address is
PETER H I C K MA N

36 CLEVERLY ESTATE
W O R M H O L T  RO AD

LO NDO N
W1 2  OLX

NEW STOS PD DISKS
A number at new STOS public domain disks are
available from our Accessory Shop this issue in-
cluding the following

MI S  STE FIXER: Enables VMS lo run properly
on the STE. Also includes version 2.04 update
STOS MAESTRO SAMPLES: Twenty assorted
samples ready to use in your programs
STOS TYPING TUTOR: A brilliant, and long
needed, typing tutor with many, many facilities.
Both Basic and compiled versions are on the disk
so STOS is not required to run the program

All disk are E2.95 each, Orders should be sent lo
PAGES. P.O. Bon 54, Stafford, ST18 10A or credit
card orders can be accepted on 0785 213928.
Further details at these disks are In our Issue 42
Update leaflet, available on request.
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BACK ISSUES Only these issues
are now available!

LAM

PAGE 6  back issues represent a n excellent way of Increasing the
enjoyment of  your  Atari with articles to enlighten you,  programs to
type in and reviews of software to guide you. Almost all of the content
of past issues ar e  a s  fresh and relevant today as when !hey first
appeared. Disks ar e available for  all issues, containing all the 8-bit
programs fr om  each issue ready t o  r un,  a nd they  often include
bonuses not found in the magazine.

SOLD O UT h e  following issues are SOLD OUT

All pr ior  to Issue 21 a nd Issues 25, 26,  27, 28, 29,  30 and 35

VERY LIMITED SUPPLIESW e  have less then TEN remaining copies
of each of the following issues and suggest that you phone if you wantcopies.

Issues 22,  23 and 24

This could be  your  last chancel

ISSUE 31
- Our  massive survey on all the WARGAMES available for

the 8-bi t Atari heads this issue which also includes a  great type-in
synthesiser l isting cal led ORIGINAL SYNTH.  Other  listings include
FONT FACTORY, a nice character editor and a challenging game called
BOWL TRAP.  A  feature o n  SSI,  more Tutorial Subroutines, a  long
feature o n  THE NEVERENDING STORY, reviews of ROADWAR 2000
and THE DUNGEON plus many more are also in this issue. ST SEC-
RETS, a  new seiies on ST programming begins with a look at sound
and the ST reviews section includes IMG SCAN, BASE TWO, TEMPUS
and many more.

ISSUE 32
- A  great card game for 8-bit users called, rather uninspir-

ingly, WHIST plus a two player game of TENNIS and a GRAPH MAKER
that works on the 1029 printer. A  new series starts on EXPANDING
YOUR ATARI  and there is an excellent programlutorial on BUBBLE
SORTING. Reviews include THE PAWN, GUILD OF THIEVES, SPARTA-
D O S
.
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programming graphics with S T SECRETS and can read all about the
TURBO DI ZE R PC DITTO plus reviews of Tanglewood. Defender  of
The Crown, Winter Olympiad, PROSPERO FORTRAN and more.

ISSUE 33
- Many readers have said this Is our  best issue yet with

an extensive feature on choosing a printer for your Atari, plus HEAVY
METAL, a  superb type-in machine language arcade game. Other type-
In listings include another  game, CRYSTAL CRISIS and two utilities,
COLOUR TUNE R a nd SOFTKEY,  the  latter being a  super  keyboard
'macro', utility. ST owners can fi nd out more about PROGRAMMING
GEM with another  article in the series and there are loads of reviews
including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much
more In this issue besides, including some great music for the 8-bit.
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GAMES that are not in the magazine.

- A n  ADVENTURE special  t o  del ight al l  fans of  Atari
Adventuring. Exclusive a nd extensive interview with LEVEL 9, two
TYPE-IN 8  bit ADVENTURES, games reviews, bumper A-Z HINTS AND
TIPS for  all kinds of adventures, a survey of almost every known Atari
adventure a nd m uch more.  O ther  i tems include DAVE T S  DISCO.
FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT
and the  regulars. S T File includes a  r ound up of  ST adventures, a
review o f  DUNGEONMASTER, hints o n  adventures a nd stacks ofgeneral games reviews.

ISSUE 3 4

ISSUE 36

*

DISK AVAILABLE -  All the extra files for ORI-
GINAL SYNTH set up ready to run plus others

DISK AV AI LABLE  -  DO UBLE  S I DE D w i th
BONUS MACHINE CODE ARCADE GAME Onlyon this disk.

DISK AVAILABLE - i nc l udes TWO BONUS
ADVENTURES only to be  found on this disk.

- Another  cracking machine language game from Paul Lay
called STAR RIDER plus HEADBANGER, also in machine code, MUSIC
BOX and SYNTH II to type in. MAPPING YOUR ADVENTURE shows
you how to succeed in adventures, 850 SPLIT reveals secrets about
the 850  interlace, DESIGNER KEYS al lows y ou t o  customise i he
keyboard. The n there's BEGINNER'S BASIC pl us  a  new series on
TURBO BASIC, reviews of MERAK. Draconus, Joe Blade and more. For
the S T w e  have B BOOT to allow you to boot from drive B,  STOS
reviewed. TRIP-A-TRON, SPELLBOOK, SUPERBASE PROFESSIONAL
all reviewed a nd y ou c a n fi nd how  t o  never  ge t  l ost again with
AUTOROUTE. All Ibis plus much, m uch more.

DISK A V A I L A B L E  -  I nc l ude s  B O N U S
MACHINE CODE UTILITY to add 128 colours
to Atari Artist or  Micropainter pictures.

ISSUE 37 • Some excellent listings including SCROLLY TEXT EDI-
TOR, a superb utility for creating scrolling messages on the XL'XE just
like those on the ST, plus BLASTCOM, a  fast and fur ious blast *ern
up, and SUNPLOTTER which shows you the position of the sun and
times anywhere In the world. Also FINDER lor  searching your  prog-
rams, the first part of MACHINE CODE LIBRARY and the CASSETTE
DATABASE. Loads  of  reviews, as usual, including SpartaDos X.  S T
File includes the first part in the MIDI series and coverage of PROTEXT
and FLAIR PAINT plus reviews of HEADCOACH (where have you seen
that reviewed elsewhere?), SPRITE MASTER a nd a  whole host ofgames. Lot's more besides.

ISSUE 38
- A  super  educational program, MCQ-TEST, for  revision.

homework or  fun.  The MACHINE CODE library looks at saving and
loading memory, a  utility lists a REAL TIME CLOCK for your XL or XE
and THE  P O DZ i s  a  great scrolling game. There are several more
listings, The TIPSTER begins and articles include THE GAMES THEY
NEVER RELEASED and more on Turbo Basic. S T owners can enjoy
type-in routines for  graphics,  reviews o f  MINIX,  FUN SCHOOL 2,
POLICE QUEST II plus loads of games. The MIDlots guide continues
and John Sweeney looks at KINGS QUEST and LEISURE SUIT LARRY.

DISK AV AI LABLE  -  i nc l ude s  G ALACTI C
CRESTA a  BO NUS  MACHINE CODE GAME
previously released commercially!

- The first type-in fishing game for the Atari, CATCH DAY,
heads the way with MOUSE PARTY and a NUMERICAL CONVERSIONS
UTILITY a l so t o  type  i n.  O ther  features include PAGE MARSHAL,
HAWKQUEST, t he  MACHI NE  CO DE  LI BRARY  o n  P l ayer  Missi le
Graphics plus, of  course, THE TIPSTER and reviews of  8-bit games
including STAR WARS. The ST section includes reviews of THE JADE
STONE and DOMES OF SHA, the Midiot's guide to the SEQUENCER,
a ne w  colum n on STOS PROGRAMMING plus many. many reviews
including GOLDRUSH and GALDREGON'S DOMAIN.
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BONUS. Super b 1 8  hole action with all the
Options plus a  construction kit to build yourown courses

ISSUE 39

ISSUE 40

MO
• DISK AVAILABLE - includes BONUS program

UNDER STARTERS ORDERS, a superb horse
racing game for  all the family

- Read all about Sublogic, the company that brought Flight
Simulation to the Atari. Programs Include SHIFT IT, a mind boggling
sliding puz z le gam e a nd ME AN MO TO R for  fast racing. A  simple
educational program is LEARN TO READ which you can easily adapt
and K-TYPE will improve your touch typing, All these plus the Machine
Code Library, Cassette Database, The Tipster and much more. For  ST
fans the STOS column has type in listings and there are reviews of
ARMADA, JET, BATTLETECH and many more. Also the final par t inthe M i dtors guide to Music.

DISK AVAILABLE -  includes BONUS machine
language game GRIDWARS

E M M A -  Some neat 8-bit utilities including LISTIF, a new command
for Basic and LC100UMP for  the Star colour printer. Games include
Bill Ha 'sail's great SNAKES ALIVE for  up to twenty players! PICMA-
TICS is a nice educational program to teach maths and articles include
the MACHI NE CO DE  LIBRARY, CONFESSIONS OF AN ADVENTURE
ADDICT and more. S T users can enjoy reviews of  INDIANA JONES.
POSTMAN PAT, HISOFT C,  DEMON'S WINTER and many, many more.
There is also the first instalment of MAKING MUSIC and,  of  course,
THE STOS COLUMN complete with type in game.

DISK AVAILABLE.  includes DOUBLE BONUS
of TRAKSTAR a nd BLOKHEAD.  Tw o great
machine language games

Disks are still available for many issues which
are sold out. These contain all the programs
from the issue but not the relevant articles.

Please enquire if you are interested.

BACK ISSUES are E1.50 each in the UK, 1240 for Europe or surface mall elsewhere and E3.50 for Air Mall outside Europe. Prices include postage.
ISSUE DISKS are for any 48k or 64k 8-bit Atari. Each disk is E2.95. Postage FREE In U.K. Overseas add El per order (any number of disks)

Send your order to PAGE 6, P.O. BOX 54, STAFFORD. ST16 10R, ENGLAND. ACCESS and VISA accepted. Telephone 078$ 213928
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Two great games for the $TI
— Contrasting in style but both offering lightning-fast action, spiced with

touches of humour typical of Jeff Minter's programming,
Now Available as a Twin Pack at E15.95!! (f9.95 each, separately)

Based on a classic arcade game — at least one
reviewer found it impossibly difficult — but the
player Hi-scores speak for themselves!
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is utterly fantastic... incredibly fast, tremendous fun
and a true bargain..."
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An updated and massively enhanced
version of the game that was a worldwide
success on 8-bit machines!
64 levels of play with a different challenge
(and different graphics) in every one!
66 Brilliant, pure arcade zapping.. .no-one
produces games like Liamasoft.., takes its
place amongst my favourite games — magic!"

ST Action
A BLAST and a Half!

49 Mount Pleasant Tadley Hants 0734 814478



PAGE 6 ACCESSORY SHOP
THE VERY BEST IN PUBLIC DOMAIN

PLUS BOOKS, DUST COVERS and ACCESSORIES

HUNDREDS OF ITEMS IN OUR CATALOGS

XL/XI D U S T ST
PUBLIC DOM/ IN C O V E R S  PUBLIC DOMAIN

The largest selection of Public
Domain software for the MACE
available anywhere - only the

very best makes it onto a
PAGE 6 disk!

N E W  X L / X E  a n d  ST
catalogs

NOW AVAILABLE!
Please note o w  ca ta logs co  not con ta in

COMMeicoal software normally ava ilab le
from retailers Or OCIYertrsers in  the magazine

Every imaginable Dust Cover!

PAGE 6 was the very first to
introduce PD software for the ST
and are still first in introducing

many unique programs
Disks from just E2.50

OFFICIAL UK DISTRIBUTOR FOR

SINEWS
THE WORLD'S FINEST

ST DISK BASED MAGAZINE

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0785 213928  •  C a t a l o g  HOTL INE 0785 57005 a i
m (24 hours answerphone)


